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ROOKED ElbSE
A C l u e d °  sty le  m u r d e r

FOR THE ATARI ST
CIVILIZATION
One of the top simulations comes to the ST
QUEST OR CRUSADE?
Which to buy - Hero Quest or Space Crusade?
LANGUAGES IN  THE PUBLIC DOMAIN

Issue 62 June/July £ 2 . 5 0

FOR THE ATARI CLASSIC
THE CLASSIC PD ZONE
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of public domain software
MULTILOAD XE
A new menu system
DISKFILE TRACKER
Keep track of all those programs

CHEATS ON DROPZONE AND DRACONLIS
m y s t e r y  b y  Bi l l  H a l s a l l
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PLUS INDISPENSABLE UTILITIES SOME BASIC NOTES ON GRAPHICS TH E TIPSTER GUITAR WIZARD more!



BRAND NEW
Min SOFTWARE FROM PAGE 6
ENIGMATIX!
A superb new arcade game which will prove a challenge to even
the most seasoned player. Control the bounce of a ball to jump
onto various platforms and find the exit, picking up points on the
way. Sounds easy? What if some of the blocks disappear after the
first bounce? What if some of the blocks are uni-directional
bouncing you back the way you came? What if some blocks have
to be used as lifts to reach inaccessible areas? Add to all that
reverse control on some screens and 32 levels of increasing
difficulty and you have a game that will challenge you to the limit.
I f  you do manage to beat all 32 levels then the fun only just begins
for there is a level editor to enable you to create whole new games
of your own.

DISK ONLY Price £6.95
EXCLUSIVELY FROM PAGE 6
A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

PAGE 6 is proud to be
able to bring you these
two superb new releases
for the XLIXE. There are
still a number of programs
being released for the XLI
XE but we have always
been extremely selective so
yOU can be sure that new
programs from PAGE 6
are of the highest stan-
dard. EN1GMATIX is the
first major program from
a British programmer for
some time and we are
proud to make it avail-
able.

To order these products
use the order form en-
closed with this issue or
telephone your order to
US On 0785 213928. We
accept Visa, Master-
Card and Switch

*  Smooth horizontal and vertical
scrolling

*  Excellent music
*  O ne or two players
*  Access to any level already

completed after every 4 levels
*  L eve l  editor to design your own

games

A BRAND NEW XL/XE ROM CARTRIDGE!
EXCLUSIVE TO PAGE 6!

HYPNOTIC LAND
Yes, believe it  or not, we have tracked down a brand
new ROM CARTRIDGE for the XL/XE f rom Lindasof t
in Italy who have produced this in conjunc t ion with
Atari Italy.

HYPNOTIC LAND is a vers ion of the massive ST hit
KLAX - a highly  addict ive, highly  entertaining game that will challenge you to complete the fi rst
few levels  and have you coming back for more - again and again!
The aim in HYPNOTIC LAND is to redirect  mineral elements  in the form of  coloured balls  into the

corresponding coloured cup al the end of  a ramp. To do this  you must  place arrows  on the ramp
to redirect  a ball into an adjacent  column.  Remember to only  put  green balls  into the green cup
and so on. It seems easy but  once you have mastered the first level, some despicable monsters
start to appear to try and steal the balls.  You can shoot  them with the joyst ick but  don't  forget  you
also have to keep one eye on the ramp!  Somet imes  special shining extra-balls  will appear which
can go in any cup and give bonus  points.
HYPNOTIC LAND requires  skill,  concent rat ion and quick  reflexes. Can you manage it
Like all the great classics a s imple concept  that has prov ided the foundat ion for a s tunning and

addict ive computer game

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines
A BRAND NEW ROM for E12•95
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UK E25.00
Europe £32.00
Elsewhere (sea) E32.00
Elsewhere (Air) E42.00

UK E15.00
Europe (Air  Mail) E17.00
Elsewhere (Surface) £17.00
Elsewhere (Air  Mail) £23.00

' The mag az i n e
for  t h e  D ed i ca t ed

A t ar i  U ser '

Dreaming of my Atari!
SUBSCRIPTIONS

Annual s ubs c ript ion rates  (6 issues )

Overseas rates  refl ect only  the deference in  pos tal cos ts

NEW ATARI USER ON DISK
A disk containing all of the 8•bit programs
from eac h is s ue o f  NE W ATARI USER is
available either separately or on subcrip-
lion. Single price E2_95 per disk, Subscrip-
tion rates (6 issues)

Please make cheques payable to PAGE 6
PUBLISHING and send t o  t he Editorial
address shown below

SUBMISSIONS
PAGE 5 wetcomes arid encourages its readers to
submit. articles, programs and reviews for publi-
cation. Programs must be submitted on disk Or
cassette, articles should wherever possible be
submitted as text hies on disk. We seek to en-
courage your participation and do not have stout
rules for submisstons. II something interests you.
write a program or article and submit it

All original articles, programs and other material
in NEW ATARI USER is copyright of the author
as credited. All uncredited material is  copyright
PAGE 6 Unless containing the by-line All Rights
Reserved' any  material in  NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as the original publisher Permission to publish
elsewhere should be obtained trom PAGE 6  or
the author Editors  o f  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to me Editorial address of PAGE
6, Whilst we  take whatever steps we  can to
ensure the accuracy of articles and programs and
the contents of advertisements, PAGE 6  cannot
he held liable for any errors or claims made by
advertisers.

ATARI (TM) is a registered trademark al ATARI
CORP A l l  references should b e  s o  noted
NEW ATARI USER is an independent publication
and has no connection with Atari or with any other
company or publisher.

The next issue of
NEW ATARI USER

will be on sale 29th July
Editorial copy date is 21st June

C O N T E N T S

EDITORIAL
MAILBAG

Issue 62 June/Ju ly  1993
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T H E  C R E D I T S
All id the asit.il stud is On page l  hut here ari
the people who made this Issue possible.
Les Effi ngham ploughs  on. rac k ing his
brains  over how tic put  each issue together.
You would th ink  that af ter all these years it
would be easy but far f rom it, espec ially  when
more and more other things  need to be done
as well

Sandy  has done her usual bit  keeping things
going and is  current ly  hav ing great f un pack-
ing up books for despatch twhat 's  that got to
do with computers?)

Paulet te is  s t ill h e m remain ing cheerful and
doing everythtng that needs to he done btu
she could do with a bit  more work  so how
about mak ing her really  work  for her money
with a lot more orders?

The Regular Contributors ,  who prov ide the
backbone of the magaz ine and can generally
be relied upon to come up with good art ic les
;Mil reviews, are

John S Davison
John Sweeney
Damon Howar th
M a n . ] ,  Palmer

J ohn Dav is on Jr
Paul Rixon
Ian Finlayson
The Tips t er

All other contributors for this issue are indi-
v idually credited alongside their articles or prog-
rams. Thanks to everybody for sharing their en-
thusiasm with other Atari users,

Inspirat ion comes this  t ime from a mere two
CD's  whic h have had a good hammering as
type Luc k ily  they both bear repeated lis ten-
ing. Firs t is  Nartc i Griffi th wit h  Other Voices,
Other Rooms a superb collection of  early
songs whic h inspired her to perform.  Loads of
great songs thoz I used to lis ten to 20 years
ago brought _freshly up to dote prov ing that
when a song is good it is  good no matter how
ancient goat might think  it is. This  one is so
good that it is  almost permanent ly  on i lw
repeat button. The other one is by  Daniel
Lanots called The Beauty  of  Wynarto and
most s trange it is too. His  fi rst album was
excellent and a good replete in Warc ed me to
go and get thiS Wily  to be greatig disappointed
on fi rst hearing. Hut. it  is  a s leeper and after a
Jew plays  the depth begins to show and it
becomes compelling lis tening. That 's  it  realty,
with a f ro
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The nest Issue of NEW ATARI  USER could
feature YOUR article or  program,

so SEND IT IN NOW!

V IGt.. IS show, )ns( what Yffit fa n do with your ita r t.
A N i l  E 'NElt has alwirvt tw r t created entirely with Atari
equipMent. inui,thv as the I t  but more lately with a Mega
ST and whet
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editing ix done with Protest and page, are la id oat with fl eet
Street Publisher. t h a t  with the jitti,hed pages ay l'astscript
files di sent to a ope,or ing havens to he Output on a Litiotran
and, her prick'. finished page, a r t sent Mel. • ta e th  612
yee then,. I i  really dory wont! A ll that is aril is no drop itt the-
Au s t i n t s  a n d  p h o t o ,

ifs  not quite a, easy as than Pita you re f the idea

4 I s s u e  O2 New Atoll thee

P R I C E  R I S E
It is wit h regret  that  we have to announce an increase in the subsc ript ion cost of  New

Atari User wit h immediat e effect. This  is a measure that  should have been taken some
t ime ago but ,  wi t h the recession as it is  (do you really  believe that  it  is  over?), we have
t ried to delay the act ion for as long as possible.
It is some cons iderable t ime since we last  increased prices and in t hat  t ime general

costs have increased whils t  advert is ing revenues and casual sales have reduced,
leav ing us in a pos it ion whereby  we have to increase the subsc ript ion cost in order to
cont inue to bring you the only  magaz ine to support  the Atari Xl. . /XE. I t  is not
-, (imeihing we wis h to do but  i f  we do not  act now you may  lose the only  nat ional
support  for your machine.
The U.K. subsc ript ion rates are increased to .E15.00 for an annual subscript ion,  rates

for Europe are increased to 117.00 and elsewhere by Air to.123.00.  The good news
Mat.  for the t ime being. the disk  subscript ion rate wi l l  remain unchanged.  The reason
for this  is that  we have been advised that  t here arc likely  to be major  increases in the
cost of  disks this  s ummer due to EC direct ives coming into force whic h aim to restric t
the sales olJ apanes e disks in the EEC. Rat her than have to announce two price
increases we arc wait ing unt i l  we k now what  our  costs arc  going to be.
For a couple of issues at most ,  therefore,  the disk  subscript ion represents  excellent

value and there has never been a bet ter t ime to change over. I f  you have a disk  drive.
you really  ought  to t hink  about  a disk  subscript ion.  Act now and you' ll get it  at a
lower rate than if  you delay.
I k now price increases are always unwelc ome but  wit h a relat ively  small c irculat ion

specialis t  magaz ine it  is imposs ible to absorb costs forever. Many  ST magazines cost
g..3.95 per issue. specialis t  bus iness magazines can cost up to .E10 per issue so 12.50
is not  really  such a lot  to pay for your only  ongoing contact wi t h the Atari world is it?
Please c ont inue to support  us  so we can support  you.

PIRACY OR NOT?
Allan Palmer's  Mailbag Ext ra and a quest ion on copyright  in the let ters column has

fi nally  spurred me into c omment ing on a ques t ion that  could provoke very mixed
reactions. As you all wil l  k now PAGE 6 has always  been against  the pirat ing of
software, even los ing lucrat ive advert is ing in the early days because of  our stance, but
now I am not  so sure what  pos it ion we should take.
Basically,  all published sof tware is the copyright  of  whoever published it  and i l l s

I llegal (not  to ment ion immoral)  to copy it  other t han for personal backup.  In respect
of sof tware whic h is s t ill being commerc ially  sold either by retailers  or sof tware
publishers ,  t he pos it ion is  c lear - you should under no c ircumstances  copy and
dis t ribute this  sof tware since it  deprives someone of  income whic h is right f ully  land
legally) theirs .  But  what  about  sof tware that  is no longer being manufac tured or sold?
The same s ituat ion applies.  It is  st ill under copyright ,  but  many  indiv iduals  and user
groups  in the USA now argue that  such mat erial should be considered public  domain.
The argument goes along the lines of 'the publishers are not making any money from
It any more (since they have dropped it) and they wil l  not  support  the sof tware if  you
do buy  it, s o
-
w h y  
n o t  
j u s t  
c o p
y  
i t ?
' .

The argument s  are a lot  more complex but  I have to admit  that  I can see the point .  Is
there any  harm in dis t r ibut ing sof tware that  is long out  of  produc t ion,  cannot  be
bought  f rom any  retail source and was, quite likely,  produced by a company  that  went
out  of  business years ago? I f  we were in a s ituat ion where loads of new sof tware were
being released for our machine we wouldn' t  even be t hink ing about  this ,  we wouldn' t
need to, but  wi t h so lit t le new sof tware available muc h of  which is not  to everyone's
taste, where do you t urn if  you want  to keep your Atari Classic  alive?
I am sure that  everyone has their own views, so how about  let t ing us k now what  you

think .  I am sure that  Allan Palmer's  Mailbag could be made to overflow, i f  you drop us
a line wit h y our point  of  view. Inc identally .  I mus t  take this  opport unit y  to say how
well Mailbag is progress ing since Allan took over. Congratulat ions  to all who write in
and to Allan for the mammot h task of  put t ing it  all together.
On t he quest ion of  copyright of  lis t ings in magazines,  t he s ituat ion is (hat  t he

publisher holds  the copyright  but  ANALOG. ANTIC and COMPI ITE!  have agreed that
lis t ings published by t hem can now be considered public  domain.  For Page 6, New
Atari User and the old Atari User (which we bought  f rom the original publisher) we
have no object ion to others us ing the lis t ings but  we would apprec iate an acknow-
ledgement  of  the source since we can s t ill benefi t f rom any public it y  this  might  create.
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NEW MULTI-BLY ROM PACK 3: NI_„ NI: GAMES CARTRIDGES
• RALLY SPEEDWAY' U.S,FOOTBALL • KABOOM • FOOD FIGHT •

Our Normal price £20.00 Special 4 pack price C12 50 inc. p p
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NOW THE LARGEST MAIL ORDER STOCKIST OF ATARI 8 BIT HARDWARE & SOFTWARE IN THE U.K.

MILES BETTER SOFTWARE

In the beginning •On
there was one retailer that provided
the widest possible support of  Atari
computers

N o
w  
•  
•  
•that company is still supporting the
Atari XLIXE with a wide range of
cassettes, disks and ROM cartridges
If y o u  w a n t  s o ftw a r e  fo r  y our  XL.:XE or  S T

ple a s e  p h o n e  or  w r i te  w e  ha v e  fa r  to
m uc h  s toc k  to  l is t a n d  w e  m a y  h a v e  j us t

the  ti tle  y o u  a r e  l ook i ng  fo r
P L E A S E  S E N D  S A E  F O R  F U L L  L I S T

MILES BETTER SOFTWARE
2191221 Cannock Road, Chadsmoor,
Cannock, Staffordshire, WS11 2DD

Telephone (0543) 466577/819

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
ssue 31
ssue 33
ssue 34
ssue 36
ssue 37
ssue 38
ssue 39
ssue 40
ssue 41
ssue 42

ssue 43
ssue 44
ssue 45
ssue 46
ssue 47
ssue 48
ssue 49
ssu e 50
ssu e 51
ssue 52

ssue 53
ssue 54
ssue 55
ssue 56
ssue 57
ssue 58
ssue 59
ssue 60
ssue 61

DI S KS  ARE  AV AI L ABL E
F ROM  I S S UE  14 O N W A R D S

BACK ISSUES are E2.00 each in the UK (inc. post & packing].
E2.50 for Europe or surface mail elsewhere and 2.50
for Air Mail outside Europe. Prices include postage

ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is E2.95. Postage FREE in U.K.

Overseas add El per order (any number of disks)

Send your order to
PAGE 6. P.O. BOX 54. STAFFORD, S116 1DR, ENGLAPI'D
ACCESS and VISA accepted. Telephone 0785 213928
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Mailbag
Well, there  I  was thi nk i ng w ha t

am I  going to do w i thout a ny  let-
ters for  this issue's column when a
packet arrived from S ta fford w i th
a bundle of correspondence. I 'm
pleased by the  variety  a nd espe-
cially by the  responses to previous
pleas for assistance. Tha nk s  to
many of you (inc luding Bil l  Dig-
gins. S W Berry, S ta n Shearing.
Richard Carter.  S tua r t Murra y  a nd
Dave Ewa ns )for  the  votes o f  sup-
port a nd encouragement for  this
column. Please remember MAILBAG
is only as good as YOU make i t so
keep those letters coming in!

Allan J Palmer
sits in the hot seat
at the sorting office
awaiting your
letters on all things
Atari - get writing!

Wr ite to MAILBAG at
Page 6 Publishing,

P.O. Box 54, S tafford,
S T 1 6  1DR

6 I s s u e  62 New Atari User

HARDWARE  HELP

S. W. Berry  f rom Ashford.  Kent  writes
In issue 60 H. Spencer of  Maidstone. Kent

wrote say ing he had problems wit h his 810
drive:  as you see f rom my address  I live in
Ashford, Kent  • only  18 miles f rom Maid
stone. I f  you had printed his  address or
phone number I could have contacted him
direct and helped him solve this problem. Is
there a reason jior not print ing addresses?*
Normal pract ice is only  to print  full

addresses if  correspondents  request  it  -
some people may  prefer not  to have their
details  published.  So. i f  you're happy  to
have y our full address printed please indi-
cate t his  specifically.

Mr.  Berry  cont inues:
"I have used Atari computers for some six

years and have repaired and upgraded
them as required.  l a m an electronics f reak
and love to solve hardware faults when
t ime allows.  I  do this for Jun and do not ask
I br  payment  other than postage or the cost
of  components. So i f  any Atari user has a
problem please feel free to contact me at 17
Old Pond Road. Ashford.  Kent  TN23 2QX
and I wi l l  see what  I  cart do."
Thank s  for the offer Mr.  B, I hope you wi l l

be able to assist some of your fellow Atari
Classic owners.  Also on the subject of
hardware fault  assistance, Dave Ewans  of
the Tyne & Wear Atari User Group
(TM/AUG) has  ment ioned in correspond-
ence to me that  they have three or four
contacts who can help wit h hardware
problems.  Why  not  drop TWAUG a line at
P.O. Box  8, Wallsend.  Tyne & Wear NE28
6DQ?

NE TWORKI NG
T HE  ATARI  CLASSIC

The request  f rom Art hur  Morris  in last
issue's MAILBAG for a way to l ink  two
machines  to the same disk  drive, monit or,
etc. prompt ed a number of replies some of
whic h involve hardware modifi cat ions .  I
have to remind everyone that  Page 6 and
New Atari User cannot take respons ibilit y
for hardware modifi cat ions  and repairs
made by its  readers. I f  in doubt  - don't !
Firs t  out  of  the sack was Richard Gore
From Doncaster:

"Yes, it  is perfect ly possible to network
8-bit  Ataris  in at least two way s  t hat !
k riow of. The most comprehensive and pro-
Jessional tvay of  doing this is to buy a
'Mult iplexer' f rom Computer Sof tware Ser-

vices (CSS). PO Box 17660, Rochester, New
York 14617.  USA (phone: 716-429-5369),
however they do cost $ 1
9 9 . 9 5  p l u s  
s h i p -
ping. You bas ically  link  your computers
together via the supplied interface cables
which plug into the cart ridge ports and
work  wit h arty gb i t  computer.  One inter-
face is the *mas ter whic h you plug into the
machine that you want  to be your master
land have your disk /  hard drives and print
ter at tached to). The other machines are
then 's laves' and all their I / Oi s  done vio
the master. It was  originally  designed for
use in a BHS s ituat ion where the SysOp
may  not want  to t ie his hard drive up by
using it solely  for the BUS. The 'Mult iplexer'
would suit  Mr. Morris '  needs but he
wouldn' t  be able to attach more than one
computer to his TV wit h each one tuned
into a dif ferent  channel,  even wit h an aerial
split ter, as  the RP output is the same (very
nearly )f or all UK 8-bit machines  so the
pictures would interfere wit h each other.
This can of  course be overcome by s imply
hav ing only  one computer plugged into the
I V  at once"
Stuart  Murray  of  FUTURA also suggested

the 'Mult iplexer'  and supplied CSS's
address, etc. Ric hard cont inues:
'The cheaper method involves fi xing a

second I / 0  socket into one of  your compu-
ters and then connect ing it to a second
computer via a s tandard I / O connector
cable wit h pin 10 disconnected, this  wil l
a l low both your computers to use the same
disk  drive. printer.  etc. but  you must  be
careful not to try to use the drives, etc. from
both computers  at the same time. it  is quite
a s imple task to perform but not one that
would recommend someone without  solder.
frig experience to tackle.
It is also possible to t rans fer data f rom

one computer to the other us ing this
method, but  by  reversing pins  3 and 5 on
the I / O cable and us ing suitable comms
sof tware on each machine.  There was  a
brief  art icle on this on Mega-Magaz ine 3 (or
possibly  2) but it  had a slight bug and WON
very brief  I  haven't  t ried this yet so I can't
say for certain that  it  wi l l  work  but I have
been told that  it  is theoret ically  possible,"

B Rogers of  Southampton prov ided this
suggestion:

'AU that  is needed is the following:
1. telecomms sof tware (Kermit.  OTerm.

etc.)
2. a RS232 interface for EACH machine
3. a Null Modem cable

Sett ing up is s omewhat  laborious without
t wo monitors, as  it  is easy to make mis-
takes when you can't  see what  you're typ-
ing I  suggest the use of  hoick/11es f rom
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SpartaDaS.  or s imilar,  to make life a LOT
easier. All that is then necessary is to set
One machine to upload, t he other to down-
load a jile and bingo! Job done. In theory  it
should be pos s ib le . *  both computers to
use the same disk  drive(s), but  be aware
that t ry ing to writ e to the same drive f rom
t wo machines at the SAME t ime WILL
cause problems. I  therefore suggest that  I f
a 130XE is part  of  this setup. use the
RAMDisk  option to negate this possibility .
Note that the solut ion is hinted at by  the

letter f rom Den Baverstock (From XE to ST)
that was  published in issue 6I ' s  MAILBAG.
Obviously, the pin connect ions he gives P r
the S'T are of  no use but the 850 ones are.
Something else to remember should Mr.
Morris  build his own cable, is that  the
w i r e s
.
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ped at ONE end of  the Null Modem cable.
He' ll probably  have to build a cable any-
way  as Atari,  in their infi nite wisdom(?),
s aw lit  to use a non RS232 s tandard plug
and socket on the 850 interface module.
That  is a 9-way  D '  type instead of  the
usual 25-way  piece."

Thank  you for your input .  Mr.  Gore and
Mr.  Rogers. (Inc identally .  I believe Richard
is the aut hor of  'PRINT-LAB' whic h fi rst
appeared' as a Bonus  on a NAU issue disk,
and its enhanced vers ion now available
f rom Mic ro-Discount . )

On this  subject also. Mark  Watson of
North Humbers ide notes that  back in
issue 53 where Kit  Lethby  describes how
he linked his  XE and Atari Port folio,  Kit
also ment ions  bui lding an interface to con-
nee( t wo XE's to a c ommon set of  peripher-
als and wondered i f  anyone would be in-
terested in reading an art ic le on this.  Well.
Kit how about  c ont r ibut ing to this  discus-
sion wit h y our experiences?

CONVERTING

TRANS DI S K FILES

Stuart  Murray  f rom Aberdeen sent the
following in response to C Andrews '  re-
quest for a way  of  convert ing TransDisk
files to s tandard .011.1 fi les. (I suggested
that  the ut il it y  •File2DOS' might  be a
solut ion):
"The Fi l e2D)S '  Converter on FUTURA

issue 3 wi l l  not convert  TransDisk
_files to s tandard DOS 2.X files. I  believe
TransDisk  .011I fi les wi l l  not autoboot
alone - they need one of  the s tandard
TransDisk  menus. This  means that
'Flle2DOS' wi l l  not convert t hem because
Opt ion 5 (boot disk) wi l l  only  convert single-
stage autoboot disks (e.g. f rom How fen, Ian
K. Alpha.  etc.), The other opt ions al low con
version f rom Mult iBoot.  Rob C. Stevesqft
and Mikran.  I  don't  k now of  any 71)4 to
1)052 programs on the market  today. I  in-

twine it would be possible to writ e such a
program because of  the many  converter
programs already  available.  howev er the
s imple solut ion is to use Howjen tape - Disk
(Flaunt  4). This  allows  you to place the
cassette program onto a boot disk  which
can then either be placed on a Howf en
Menu or converted to DOS 2.X wit h
F1le2DOS'."
Thank s  for the informat ion,  Stuart .  One

thought  that  comes to my  mind is could
SOIIICOTIC writ e a survey of  the various  P.D.
menu systems like Howlen,  Mult iBoot .  etc.
- who originated them,  what  t heir
s t rengths  and weaknesses are?

MANAGER 3 0 0 3

Stuart  also reports  that  an enhanced ver-
s ion of  this program (sought by  Freddy  van
dent Heijning) is now available on NoSAUG
PD disk  UO2 - wri t e to Stuart  at  71 Walk er
Road, Torry ,  Aberdeen AB1 3 DL  for more
details  of  NoSAUG's PD selection,

MONITORS

11 Rogers also responded to F Fry's issue
61 enquiry  about  monitors :

"'The terms EGA, CGA and VGA are all
used in conjunct ion wit h monitors  ,for use
on IBM PCs and compatibles, so he
shouldn' t  worry  about  them too much. Any
monitor he u s e s , *  cut Atari 8-bit  must
have a composite v ideo input. Most  modern
televisions qualify .  t h e y  have a "Scan"
socket on them. Personally  I use a Philips
CM8833 monitor which has the advantage
that, when  bought  new.  it  has  a twelve
month "on-site" guarantee.  Le t hey  come to
you should it need r e p a i r
-
M g r '

DALEKS

J ohn Stecyk f rom Aus t ralia hoped last
issue for a version of  'Dalek At tack ' for the
Atari Classic, St uart  Murray  (again) notes
that:
"The Lone Raider'  by Atari icassettef fea-

tures Dalek  clones on the first level. They
come at y ou i rom both sides. Although not
t rue Daleks they are rejects f rom Davros•
experiments Thee heel!"

Now for some request  for help

SERIAL PRINTER

S W Berry  f rom Ashford who volunteered
hardware help (see above) needs some
assistance wit h a recent ly  acquired "...
second printer made by Newbury  Data UK

type 8830 i t  work s  fi ne on self  test. plugs
in to a Spectrum serial port and works
great, it  works  wit h the of c c  PC in serial
mode, it  won' t  work  wit h cmy of  my Maris
and I have 4 s t andard 800XLs. 2 800XLs
wit h 256k  mt n arid ComputerHouse's  OS
card, and a 1.30XE - I have all the interface
data, t he baud rates, the pin connections
and the expert ise to make any cabling or
interfac ing and it s t ill won' t  work !  I h a w
been told that  the serial device handler that
is part  of  the OS requires a device ID and
that AtariWriter+ sets up this handler on
boot up and carmot be altered. Is this t rue?
Can I modif y  AtariWriter+ 130XE version to
access this  printer and whi le 1 am at it
what  about  the extra rani I have. can that
be accessed?!  hope some one can solve
this one for me."
OK experts, who can help on this?

ATARI WRI TE R AND

PROOFREADER

WORD FINDING

FAULTY  CHIP

Mailbag

Steve Shearing f rom Southall in Mid-
dlesex has a couple of questions, fi rst  he
has ". . .AtariWriter on Turbo Tape, and now
have a disk  drive: would it be possible to
iise ProofReader in conjunct ion wit h Afar-
iWriter on tape or does it only  work  wit h
the cart ridge version?"
I mus t  admit  that  I didn' t  t h ink  AtariWri-

ter was available on tape - I k now a Turbo-
Load tape Word Processor is available f rom
Mic ro-Discount  - can anyone explain?

Steve also admit s  to being a compuls ive
crossword puzz ler and has seen the calcu-
lator-s ty le word fi nders  that  enable part  of
a word to be input  and whic h then returns
a lis t  of  the alternat ives on its display.
Steve asks ". . . if  anything like this has ever
been produced for, or could be adapted for
the Atari?'
I 'm unaware of any thing like this  on the

Atari Class ic  - I suspect that  it  would only
be prac t ical wit h a very large RAMdisk .
Any comments .  anyone?

On the int ernat ional f ront  this  issue, we
have a let ter f rom Peter Panay iotopoulos  in
Athens, Greece. Peter offers congratula-
t ions for the new-sty le MAILBAG c olumn
the liked the dedicat ion in issue 60) and
reports  that  he's been hav ing problems
%kith his  800XL.  To s um it  all up.  the last
t ime it  went  for repair,  it  was  returned
wit h a fault y  chip in its  holder t h e  chip
has the following text on it: "AMI  8442MBZ
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Mailbag

C04889-01 (c) C04085 Philippines".  Peter
would like to k now if  it is easy to fi nd this
chip and if  so. is  it a  s imple task for h im to
make the change himself? Peter can be
contacted at 29 Kost i Palama St.. Egales.
Athens  GR-122 43,  Greece.

HOME  FILING MANAGER

Nigel Ludlow f rom Bath has some ques-
t ions about  'Home Fi l ing Manager'  (ifFM).
(1 hope my art ic le in issue 61 I n reply  to
y our prev ious quest ions were of  help,
Nigel).
"First. is it  possible to copy HEM data

disks  - to back them up? I have tried us ing
a couple of  sector copiers wit hout  success,"
Oh dear.  Nigel,  you do seem to be hav ing

problems.  I've jus t  booted up Page 6 disk
DS* 5 and used the Sector Copy Ut il i t y  on
It to copy a HFM data disk, and then
successfully used the copied data disk
wit h HFM - no problem!  Is y our problem
linked wit h the corrupt ions  you wrote
about  before? Is your drive work ing 100%?
Does the copier work ,  and it 's only  when
you t ry  to load int o HFM that  you have
problems.  or does the copier report  errors?
What  else can you tell us  about  the
problem?
Nigel cont inues:
'Alternat ively,  is  there a bet ter program to

keep various types of  customer/  mailing
data on? I like HEM because of  its search
facilit ies.  I  have a Customer Number on the
top line of  the first card,  wi t h  search codes.
i f  necessary. and the let ter 'A jo i lowing the
Customer Number.  The lines below then
contain their address. The next card has
the same Cus tomer Number _followed by the
letter 4
13 ' .  
a n
d  
t h
i s  
c o
n t
a i
n s  
a
n
y  
r
e
m
a
r
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such as 'phone number,  date of  order. etc.
When 1 want  to print  address  labels. I  just
call up all the 'A' cards and list to printer.
One drawbac k  of  this is that  I have to
manually  wind back the printer a bit  af ter
each label has printed as the HEM card is
larger than the address labels  I use. I  have
AtariWriter+.  PaperClip.  and MiniO/fl ee II -
tvould any  of  these be bet ter than HEM? I
have tried reading the manuals  wit h regard
to mail merging. etc. but  don't  unders tand
them - am I stupid?*
No Nigel.  you're not  s t upid - the t rouble is

these programs  are so fl exible that  the
manuals  only touch the surface of ways in
whic h they may  be used. I t 's up to users to
cont ribute their ideas on how to use the
programs  for dif ferent  solut ions.  I do like
your Idea of  us ing *A' and 'B' cards wit hin'
11FM - that 's  quite neat  and I might  fi nd a
way of  us ing something s imilar myself  -
thanks  for the idea! PaperClip,  s t ill my
favourite word processor for the Atari Clas-
sic (although I would have loved to acquire
version 2.1 wi t h  SpeliChecked) is fi ne it
you jus t  want  to maint ain a lis t  of  addres-
ses to use for mail merging as is At ariWd-
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ter+. However,  i f  you want  to maint ain
other data as well as the addresses then a
database is a bet ter opt ion.  MiniOffi ce II
would be a poss ibility  - s tore your data
us ing the Database module,  t hen when
you want  labels,  select the address records
f rom the database fi le and print  t hem
us ing the Label Print er module.  Anyone
like to writ e a t ut orial on us ing MiniOffi ce
II?
Oh yes, regarding hav ing to roll back the

labels when pr int ing f rom HFM - have you
got t he ut il it y  by Derryck  Crok er in
BaPAUG's '8:16' issue 13 yet? it  s hould
give you the abilit y  to cont rol how many
lines you want  per label,

P RI NT SHOP PROBLEM

Finally  Nigel reports  that  he is ". . .unable
to print  any thing us ing 'Print  Shop' -
although I can S O M E
-
T I M E S  J ' I  
l o a d  
t h e

Companion'  first. The P.S. dis k
appears  to have *lost' the code to drive a
printer e v e n  going to the Set t lp°  facility. Is
it poss ible to reprogram the fi le that hand-
les this?'
I wonder if  this is yet another symptom of

the apparent  disk  problems  whic h have
t-used you diffi cult ies  wit h 11FM? I note
that  in the P.S. Companion manual  it
states that  'The setup procedure may  not
work  successfully if  your disk drive's speed
Is out  of  adjus tment ' .  Is there anyone wit h
an in-dept h knowledge of  'Print Shop'  who
can shed any  f urt her light  on the problem?

SOUND SAMPLING

Mark  Watson of  Bridlington,  Nort h Hum-
bers ide would like some help wit h sound
sampling:

"I have a 'Replay '  cart ridgef rorn
Internat ional.  I  would like to k now how to
play  2 tracks at once, or how to merge
tracks. etc. I  t hink  it is possible as DigiD-
nun cart play  t wo drum sounds at once.
Please can someone out there writ e cm art i-
cle about  sound sampling on the Atari Clas-
sic. I t hink  a lot of  people would be in-
terested."
That  sounds  like a good idea to me - any

volunteers?

FLIPPING DISKS

D Bennet t  f rom Covent ry  writes:
••I like the Page 6 Magaz ine disks - not

only do they save a lot o f  typing in, but
there are usually  some extra games in-
c luded as bonuses. I  do. however,  fi nd the
seroiling messages take a long t ime to read.
and f rus t rat ing i f  I want  to seejus t  part
(wain.  Is there a way  of  showing the text

normally ?'
Normally  you could use a Sector display

ut ilit y  to search for the start  of  a text
message on the disk  and then display  or
print  It, but  the scrolling message on the
t it le screen on the Issue disks is compac-
ted and inc luded direc t ly  in the program
by a special ut i l i t y  so cannot  be read In
this  way. Occasionally ,  eit her by accident
or design. the original text message is left
on the disk  usually  wit h the fi lename IN-
TRO TX T and you can copy this  to screen
or print er wit h DOS or load it  int o a word
processor.
Mr.  Bennet t  cont inues:
" ' f ound one of  the disks was  double'

sided, arid I could not use all the programs.
Too late now, but  could you avoid this in
f ut ure Issues?!  have been us ing a notch
cutter to let me use both sides of  standard
double density  disks in an unmodifi ed
1050 drive. So far only one disk  has failed
to format  both sides, but  since I use stan-
dard 1050 should this be called Double
Sided curd Double Dens it y ?
That 's  got inc  confused. Mr,  B. Whic h

issue disk  are you referring to? The issue
disks have had a bonus  on s ide B for the
last couple of  years at least. How did this
stop you us ing that  part ic ular disk? And
then you talk  about  us ing both sides of
y our own disks by adding an extra notch,
A t rue double s ided disk  is one that  can be
writ t en by a XF55 I drive (with the approp-
riate DOS) so that  both sides can be ac-
cessed wit hout  fl ipping the disk over 'bot h
physical sides are one logical disk. The
usual pract ice of notching the 'other' side
of a disk  on the Atari Classic results  in
essent ially  each s ide of  the disk being ire-
;fled as  a separate ent ity.

TRANS DI S K AND DOS

Daniel Baverstock was pleased to see
Raphael Espino's  art ic le on solv ing prob-
lems wit h Trans Dis k  4 In issue 61. He has
a lot  of  TD fi les f rom a 800XL/ 1050 system
that  he would like to run on his  130XE
with US Doubler-enhanced 1050.  Daniel
has ". . . tried Raphaers  program in NAU
issue 61 and  successiiilly  changed DOS2.0
to DOS 2•0711 I  then started to copy liles
of f  my old disks and onto the new XE/,XT
menu disks. Again,  to my great  disappoint-
ment. the same old 'Error 139' came up. !
can't  access these XE/ XT menu disks, nor
can I writ e to them, Is it the 1050 dr i r
,
e
fi t ted wit h US Doubler that 's format t ing the
7D XE/ XT disks in the wrong way ?'
It sounds  as t hough you may  be ex-

perienc ing the problems  noted by Raphael
In his  art ic le where DOS2,5 has  corrupted
the game file_ Come in Raphael,  can you
shed any  light  on the mat ter,  please?



ORDERING FROM

OVERSEAS

Mr. Bennet t  adds a few thoughts  about
buy ing sof tware f rom abroad:

'I have found it diffi cult  and expensive to
send money abroad in foreign currency
without  the use of  a credit  card. What  is the
cheapest and best wag? '
Good ques t ion - what  advice can our

readers offer? Part of  the t rouble is the
changes in serv ices/charges offered by
banks, etc. A couple of  years ago. Giro-
bank  charged you 1.5 to send a foreign
currency  cheque abroad - that  wasn't  too
bad: last year, however,  t he fee was 1115!
Has anyone had any  experience wit h
Americ an Express or s imi lar organisa-
t ions? Inc identally ,  in recent  correspond-
ence wi t h American contacts, IRCs (Inter-
nat ional Reply Coupons) don' t  appear to
be quite so internat ional,  apparent ly  not
being recognised at  all post offices.

And also related to this  subject .  Mr.  Ben-
net t  reports  that  he has  ". . .had a problem
tvith a specific compan).  Tommysofi  of  Ger-
many  have a s hareware program called
Soundmachine and I have been unable to
get a reply  f rom them over many  months.
An insured let ter enclosing payment  in
Deutchmarks  was  returned mark ed Not
Collected', and I have now writ ten to John
Davison ask ing .
f o r  h i s  
a d v i c e  
a n d  
i f  
t h
e

fi rm st ill exists."

COPYRIGHT

Again f rom Mr.  Bennet t ,  an interes t ing
quest ion on the subject  of  copyright:

"What  happens  about the copyright for
lis t ings and informat ion published in
ceased magaz ines  like the original 'Atari

Another good quest ion,  we could also ex-
tend it  to ceased sof tware publishers .  Does
anyone k now what  the legal s it uat ion is in
such instances?

ARTICLES WANTE D

S W Berry  also notes that :
"Back in issue 32 was  the first art ic le of  a

new series by Mark  Fowlis  called 'Expand-
ing Your Atari i t  was  then dropped as it
was  considered to be too technical. Yes it
might  be technical to some but to others It
would be very usefi ll.  Can we ask the MAN
at the top to reconsider or release the irtfOr-
:nat ion to those wil l ing to buy  it. Please see
what  you can do. "
The man at the top says we have been

asked several t imes  for this  series to be
conc luded or reinstated.  so there is an

obv ious  interest.  The reason it  was drop-
ped was not  that  it  was too technical but
because we were advised that  the art ic les
published contained a number  of  errors of
the sort t hat  would only  be apparent  to
someone wit h in-dept h technical k now-
ledge. Since it  was  not  poss ible for the
editor to verify the accuracy of the remain-
ing art icles, it  was  considered safer to ter-
minat e the series.
Similarly .  Bil l  Diggins  f rom Leeds
. . .would apprec iate a lit t le bit  more in for

;nat ion in the operat ion of  programs," Roy
Goldman's  'Daisy Dot  3' is  one of Bill's
favourite programs  and he's pleased by the
art ic les that  the Tyne & Wear User Group
are running in t heir Newslet ters.  They
have available Dav id Richardson's  excel-
lent user Guide for DD3.
So, why  not boot  those word processors

up and put  together some tutorials  on
us ing your favourite pieces of  software to
best effect? Bill also expresses his  t hanks
to Tommy  f rom Cleveland who prov ided
Bill wit h assistance following a request  in
an earlier issue of  the magazine.

Peter Kerrison of  Camberley,  Surrey  is
also eager to hear,  l ike John Young in
issue 61, about  how to use 'ACE C' f rom
the PD Library .  No info has arrived yet
Just  a t hought  - and it  might  be totally
useless - what  if  you load the 400/ 800
Trans lat or fi rst  before loading 'ACE C' -
(toes this  make any dif ference?

HALLS OF FAME

Richard Gore adds a few thoughts  to last
issue's suggest ion for inc luding 'Hall of
Fame' score files:
'Sav ing Halls  of  Fame onto game disks is

all very well but  I, and I suppose other
people too, like to writ e protect their master
disks to protect their valuable softwa re
f orm being corrupted. I  have had one of  my
master disks corrupted this way  (fortunate-
ly I got it replaced - thanks  Dean!) and I
certainly  don't  want  it  to happen again
especially since it is not possible to replace
many  of  the games I have, Backups.  what
backups? I know everybody says you
should make backups. but  its just not pos•
s ible wit h many  of  the protected disks and
art tut/nor/t iled drive,"
A valid point  there, Richard.  In the last

column,  I was  really  t hink ing of games
appearing in magaz ines  where you should
be able to recreate the program i f  neces
sary. For  'commerc ial'  games. the mas ter
disk  could remain write-protec ted and at
the 'game over' point  a prompt  to insert  a
separate high scores disk could take place.
so the Hall of  Fame remains  on a separate
disk, r i n  sure I remember at least one
game doing this  - af ter all it 's  not that
muc h dif ferent  f rom a 'save game' feature.

NE W SOFTWARE

Mailbag

Richard also commented on the 8-bit
sof tware s ituat ion:

"There is some new sof tware available
f rom the dedicated suppliers  st ill support-
ing the 8 bit  c hec k  out the price lists ,from
Derek  Fem,  Dean Garraghty ,  Grat in Inter
nat ional,  Tiger Developments. not  _forgetting
Page 6 and remember Miles Heller Soft-
ware st ill has a mass ive range of  old soft-
ware at great  prices. Hut  don't  expect the
companies like Zeppelin Games to release
any  new products - their major problem lies
in the Jac( dis t ributors  won' t  touch 8-bit
sof tware any  more so Ws not wort h their
whi le  unit ing any  new s taf f  There are
many  games out there writ ten and gather-
ing dust  wait ing to be released. A f ew
years ago there was  a company promis ing
US games like 'Shadow of  the Beast ' and
'Paperboy' t h e y  vanished.  Zeppelin
announced 'Go-Kart  Simulator'  - it  never
appeared.  A new company even sent a
demo of  their new game 'POD t o  Page 6
the company  was  called Fantasy  - Page G's
headline was  'NOT A FANTASY! ' Oh yes it
was,  where is that  game now and the rest
of  their t it les? What  really  did happen to
those people at Zeppelin "we love the 8-bit,
It's the best 8-bit  around,  we' l l  support  it

f o r  a long t ime to come" as well  as those
t wo excellent programmers  Brian Jobling
and Ian Copeland? Come on guys you
might  not be able to buy  a netv Porsche
wit h the money you' ll make but surely  you
could treat us a few more t imes to some
more new sof tware even if  it means  going
into partnership wit h somebody like Page 6
or Micro-Discount to get your games distri-
buted and programming them in your spare
t ime!"
And on the new games theme. Daniel

Baverstock reports  that  he's very happy
wi t h  his  recent purchase of  'Opemt ion
Blood',  t he 'Miss ion wol f  c lone f rom Po-
land rev iewed in issue 60. He's look ing
forward to more like this  in the future
especially the 'Lemmings '  clone,
'Brundles•!

Thank s  again for your cont ribut ions
whic h have made another Mega-Mailbag.
There is plenty  for you to respond to in
t his c ol lumn but  don' t  leave your let ters to
I he last minut e  before the copy date - I
have to have t hem in plenty  of  t ime to put
the c olumn together to get it  to Staf ford by
that  same copy date! I f  you can af ford to
send your let ter as a text fi le on disk,  as
well as a printed copy it  wil l  save me t ime
in c ompil ing the c olumn - but  t ypewrit t en
or legible handwrit t en correspondence is
s t ill welcome.

'Take us out  of  orbit ,  Mr.  Sulu! "
"Heading.  s ir?"
"Out  there.  Thataway t "
"A mos t  logical choice. Captain, "
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allowing you to Autoboot  y our Basic programs  f rom
disk. This  is far more convenient  t han hav ing to Boot

DOS, t hen swap disks. t hen load y our chosen program by
hand.  I t  also gives a nice polished look  to your l ibrary  of Bask•
programs,
I %Tote the program some years ago because I was  unhappy

wit h the available programs,  whic h bas ically  lis ted the disk
directory  to screen and allowed you to select a program to load.
None of  these programs  looked part ic ularly  at t ract ive,  and they
obvious ly  only  allowed you the s tandard fi lenames  to describe
y our programs.  Mul t i load XE features several improvements :
an at t rac t ive f ront  screen. descript ive program t it les, one-key
selection, mut ed I / O beep, and a loading message wit h a
'Seconds To Go' countdown.  There are three program lis t ings
and they func t ion as follows.

LISTING 1
AUTOBOOT FILE MAKER

This  program writes  a machine language •AUTORUN.SYS fi le
to your disk. When the disk  is booted. this  fi le ins t ruc ts  your
Atari to load and run Lis t ing 2. When you have typed In Lis t ing
I s av e it under  a suitable t it le (such as D: MAKER' )  before
runn ing it  - t his  wil l  enable you to create more Autoboot  disks
in future.  When you run  the program,  follow the on-screen
prompts  - mak e sure you have a DOS 2.5 format ted disk  to

CS I  R E M
KK 2  R E M  U
MU 3  R E M  U
ST 4  R E M  U
SG 5  R E M  U

M U L T I :L OAD
( L i s t i n g  1 )

b y  K a r l  F i t z h u g h

AU 6  R E M  U  N E W  A T A R I  U S E R  J U N  1 9 / 3  U
CV 7  R E M
I D  1 0  6 R A P N I C S  4 1 : '  * * I n s e r t  a  f o r n a t t e d  D O

5 2 . 5  d i s k . . " c o n t a i n i n g  • D U P . 5 V 5 *  i n t o
d r i v e  A ” : 7  1 7  ' " P r e s s  a  h e y . . . . P

00 2 8  I F  p t E K C 7 6 4 ) . 2 5 5  TH E N  2 0
CO 3 0  : 7  -
w r i t i n g  
A U t O R U
N . 5
1
( 5

SZ 4 0  O P E N  U 1 . 8 , 0 , " D : A U T O R U N . S V S
. .
: F O R  I = 1

TO 6 3 : R E A D  A : P U T  $ 1 1 . A : N E X T  1 : C 1 0 S E  N I
:?  : ?  . A U T O R U N . S Y S  w r i t t e n ! '

GC S O  D A T A  2 5 5 . 2 5 5 . 0 . 6 . 5 0 , 6
I C 6 0  D A TA  1 6 6 , 0 , 1 4 0 , 4 7 , 2 , 1 6 / , 1 1 7 , 1 4 1 . , 1 1
8 . 2 . 1 4 1 . 2 0 0 . 2 , 2 4 . 1 6 5 , 8 u . 1 0 5 , 1 2 2 , 1 3

3 , 2 0 3. 1 6 5 . 8 9 , 1 3 3 , 2 0 4 , 1 0 5 , 4 0 , 6 , 1 4 5
AN  7 0  D A T A  2 1 1 3 , 2 0 0 . 1 / 2 . 1 1 . 2 0 8 , 2 4 6 . 1 6 9 . 1 3 .

1 4 1 , 1 4 , 3 , 9 6 . 5 0 . 5 3 , 4 6 , 2 . 3 6 . 2 6 . 4 5 .
3 7
,
4 6
.
,

5 3 , 2
PR 8 0  D A T A  2 2 4 , 2 , 2 2 5 , 2 , 0 , 6

L isting 1
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Karl Fitzhugh presents a
neat method of selecting
programs from your disks

hand,  containing the DOS fi le 'DOS.SYS' (Use the DOS 2.5
c ommands  T and 'H' to prepare such a disk ,  and then delete
the fi le 'DUP.SYS' whic h is no( neecled)

LISTING 2
MENU PART 1

This  is a very short  program whic h changes the screen col-
ours.  mut es  the I / O beep. and print s  a t it le to the screen. The
program then loads and runs  Lis t ing 3. When you have typed
in Lis t ing 2. you MUST save it  under the fi lename 'D:MENU'.  or
the Autoboot  program wil l  not  be able to fi nd it

LISTING 3
MENU PART 2

This  is the main menu program.  whic h lis ts the available
files. allows  you to choose one, and then loads it  together wit h
a c ount down t imer.  When you have typed in Lis t ing 3. you
MUST save it under  the fi lename D:IVIENU2'.

HOW TO USE
MULTILOAD XE

Once you have typed in and saved the lis t ings,  run  Lis t ing I
to create your Boot disk.  Then make sure you also have Lis t ing
2 (D: MENU) and Lis t ing 3 (D:MENU2) saved to the same dis k -
the menu s hould now autoboot  if  you t u rn  on y our machine
wit h the disk  in drive l  (mak e sure you don' t  hold down
OPTION when t urn ing on, or  on older machines  ensure that
the Basic cart ridge is plugged ini.
The only  program you need to change to enter new items onto

the menu is  Lis t ing 3 ID:MENU2).  Once you have booted the
menu (the menu wi l l  be displayed,  plus  the message 'Load
Whic h Program?'I .  press System Reset, You can now LIST the



1 XE
program and alter it.
You wi l l  see on Line I  t he DATA s tatement  containing the fi rst

menu entry.  To add a new program,  s imply  add a new line on
the next available line number.  The fi rst element  of  the DATA
statement  is  the text f or the menu screen - always  start  t his
wit h the next available let ter of  the alphabet ,  followed by 21
characters of  text for the t it le.  The next t wo elements  arc the
loading t ime in seconds in reverse digit  order:  t he fi rst  number
is the units ,  t he second is the lens - for example.  2 seconds
would be 2, 0'  while 12 seconds would be *2,1'. The last
element  is the actual fi lename of the program le.g. FI LENAME-
•Ex n  - t he program assumes Drive 1, so no 'D:• drive ident ifi er
should be used. Finally ,  on line 0 add one to the value of1)*
l ie.  •P=2') - t his  variable tells  (he menu how many  ent ries  to
look for, and should always equal the number  of  programs on
the disk.
Foe example,  you wis h to add a Oalax ians  game called

'OALAX.BAS' to the menu.  Firs t ,  copy the actual fi le to the
menu disk.  Time how many  seconds the game takes to load on
a doc k / s t opwat c h (for example 14 seconds), and make a note
of  this, Next .  load "MENU2'  and change line 1 to the following:
I DATA A S u p e r  Galax ians,4.  I .GALAX.BAS
For your next  entry .  f ollow the same procedure,  but  enter the

data on line 2, for example:
2 DATA B S p a c e  Allack .8.0,SPACEATT.BAS
Don't  forget to change the value of  •P• on line 0 to P=2'.  You

should l imi t  the number  of entries per menu to 18, or the
menu wil l  roll of f  the bot t om of  the screen.
Lastly, once you have made y our entries, re-save the menu

program to disk  under the original fi lename 'D:MEINU2'.  When
you reboot  the disk  (or type 'RUN') the menu wi l l  appear.  and
you ran proceed as normal.  Make sure you have saved y our
amended 'MENt  72' before reboot ing or RUNning!

TROUBLESHOOTING
The program is fairly  easy to use once you have got the hang

of the DATA statements,  but  if  problems occur,  do not  fear.
Here are solut ions  to the most obv ious  problems.

•

CS 1  R E M
KK 2  R E M  A

OT 3  R E M  U
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SG 5  R E M  U
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CU 1 1 0  D I M  F S C 1 4 1 : E S 1 1 , 2 1 = " D : " : E $ 1 1 1 - I N S :

P O S I T I O N  I
o
t a - 6 4 1
,
3 : 9  
" I N T I
N 4 1
.
4 " : R F
S T O R

(  1 A - 6 4 ) : R E A D  A S , Y , (
PE 1 2 0  P O S I T I O N  3 2 , 1 A - 6 4 1 . 3 : "  .
1 1 W I T I n 1 a " : P0 5 I T I O N  1 0 , 2 3 : /

; : :P O S I T I O N  9 , 1 : /  " l i m e  T O  G O :
SG 1 3 0  /  Z : Y : "  S e C o n d s " : P O K E  2 0 6 , Y : P O K E  2

0 7 , 7 :1 1 z U S1 1 1 1 .5 3 6 1 :R U N  I F S
XY 5 0 0  D A T A  1 0 4 . 1 6 2 , 6 , 1 6 0 , 7 0 , 1 3 8 , 3 2 , 9 2 , 2 2

8 , 9 6
DE 5 1 0  D A T A  2 3 0 , 2 0 5 , 1 6 5 , 2 0 ' 5 , 2 0 1 , 5 1 , 7
0 8
,
4 3

. 1 6 0 , 6 2 , 1 6 9 . 0 . 1 3 3 , 2 0 5 , 1 9 8 , 7 0 6 , 1
6 5
,
7 0 6 ,

2 0 1 . 2 5 5 , 2 4 0 . 7 , 1 0 5 , 1 E
,GS 5 2 0  D A T A  1 4 5 , 0 0 , 7 6 , 7 1 , 6 „ 1 3 6 , 1 9 8 . 7 0 7 . 1 6
5 , 2 0 7 , 2 0 1 , 2 6 5 . 2 4 0 , 1 6 , 1 0 5 , 1 6 , 1 4 5 , 8 6 , 2
0 0, t 6 / , 1

CO 5 3 0  D A T A  t 3 3 , 2 0 6 . 1 0 5 . 1 D , 1 4 5 . 0 0 , 7 6 , 9 5 . 2
2 8 , 1 6 5 , 7 0 3 , 1 4 1 , 3 4 , 7 , 1 6 5 , 7 0 4 , 1 4 1 , 3 5 , 2 ,
16 , 9 5 , 2 2 8

LOA X E

Listing 3

The new ent ry  doesn't  appear on the menu!  Firs t ly .  did you
re-save NENt.12' before runn ing it? Did you change the value
o fl
3
"  
i
n  
l
i
n
e  
o
n
e  
t
o  
i
n
c
l
u
d
e  
t
h
e  
n
e
w  
e
n
t
r
y
?

I get an error message when I select t he entry I want  to load!
Is the fi lename at the end of  the DATA statement  correct,  and
wit hout  a 'D: ' ident ifi er? Did you ac tually  copy this  fi le to the
disk?
The program I choose loads, but  doesn't  run  correct ly!  Mul t i -

load XE uses a mac hine code rout ine in pages 0 and 6 of
memoly  for the t imer.  I f  the program you are loading uses page
0 or page 6 for machine code, a  confl ict  is  possible. Any
well-writ t en program should c lear out t his  memory  before it
uses it .  hut  i f  you have problems  try adding the following line
to the start  of  the program (line 0 is not  usually  used):
FOR A=203 TO 207:POKE A.O:NEXT A;FOR A=1536 TO
1622:POKE A.O:NEXT A
This  dears  out  the memory  and should cure the problem.  I f

the program s t ill crashes, subt rac t  one f rom the t imer value in
the NE NU2 '  program - t his  wil l  ensure that  the mac hine code
Is not s t ill runn ing when y our chosen program t ries  to run.

hope you fi nd Mult i load XE useful.  Feel free to customise
the display  to your own preference, but  avoid changing any of
the data other than that  described above, or you may  crash
the mac hine code rout ines.
Last. but  not  least. have fun!
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It's one o f those wild. windswept nights and your car splutters to a halt, miles from anywhere. A
_flash o f lightning i l luminates an old mansion in the distance. You pull up your collar and dash to the
house through the torrential rain.

You're invited in but soon you realise something is not quite right. Candlesticks keep disappearing
and you keep fal l ing over used syringes. Money appears then disappears. That object in the corner
looks remarkably l ike a bomb! You are thinking about the woman upstairs who seems to have more
than he r l a i r  share o f men friends when your train o f  thought is broken by the sharp crack o f a
revolver

Can you be the fi rst to discover the identi ty o f  the thief, the drug pusher. the blackmailer, the
terrorist, the prosti tute and the murderer and then telephone the police w i th  your answers?
One to six players attempt to  solve the crimes. Move the joystick to select the number o f players and

press the joystick trigger to commence each players turn. Turns last two  minutes unless an incorrect
accusation is made or unti l  the player falls foul o f a "nasty". The 20 suspects have keys to the safe
rooms and bedrooms whereas you don't! The contents o f  the cupboards wi l l  help you through and
you can pick these up by positioning yoursel f in front o f  a cupboard (the contents wi l l  appear on the
left o f  the display line) and pressing the trigger. The object held appears in the middle o f the display
line. At the end o f your turn your weapon transfers to the next player.
In order to accuse suspects you need to find out the i r names. Do this by standing in front o f them.

To use the phone position yoursel f in front o f it and press the trigger. Move the joystick to select the
appropriate suspect then press the trigger to accuse.



CS 1  R E M
HP 2  R E M  A
FU 3  R E M  U
F A 4  R E M  A
I A  5  R E M  A
SA 6  R E M  n

C R OOKED  H O U S E
( L I S T I N G  1 )

b y
B i l l  H a l s a l l

AV 7  R E M  A  R E M  A T A R /  U S E R  -  J U N  1 9
1
9 3  A
C l  8  R E M
AY 1 0  R E M
BC  1 2  R E M
NA 1 4  R E M

M AK -  B A S E D  O N  H
BY N C K  H I G G S

OK 1 6  R E M
PD 2 0  D I M  1
. I N E S ( 9 6
) . A
$ 1 8 1 9
2 1 : L I N
E - 7 4 1 /
0 : C A T

=- 4 1 8 :T R AP  1 8 8 6 0 S U B  2 0 8
L A 3 0  4 S ( 1 ) = 0 " : 4 S C 1 I T 2 / . 7 " 8 " : A S ( 2 ) : 1 1 S
R 6  4 0  L I N E = L I N E 4 1 8 : C A T =  : R E A D  L I N E S ,

C H KS U A:?  " O l 1 1 M B M 3  L I N E  " ; L I N E
I N 5 0  C H K = U S I t c ) 5 3 6 , D D R I L I K ( 3 ) . D D R ( 4 5 ) + I E N T

A I  6 0  G A S U B  3 0 8 : G A 1 O  4 0
UN 1 8 0  I F  P E L K ( 1 / 5 ) ( ) 6  T H E N  ?  • • E R R O R

E K ( 1 3 5 ) : I c H R 5 ( 2 5 3 ) : F N D
AL  1 1 0  7  "W O R K E D  O K A Y • ; T R A P  1 8 0
R X 1 2 0  ?  .
" ( D 1 1 1 5
K  
O R  
( T ) A
P E ” :
G A S
U B  
1
8
0 :
I
F

K =6 8  T H E N  1 4 0
AK 1 3 8  7  -
R E A D Y  
C A S S
E T T E  
A
N
D  
P R
E S
S  
R
E
T
U
R
N

* * :O PEN  U 1 , 8 , 1 2 0 . " C : • : G A T O  1 6 0
KV  1 4 8  7  " R E A D Y  D I S K  A N D  P R E S S  R E T U R I F ":G O

SU B 1 8 8 : I F  K 0 1 5 5  T H E N  1 4 0
AM  1 5 0  O P E N  1 1 1 . 8 . 1 1 , ”1 1 :C 0 0 0 K E D . O B J •
AP 1 6 0  7  a 1 ; a 5 ( 1 , 1 6 0 0 ) : c L o s E  a l : E N D
I n  1 0 8  C L O S E  A l : O P E N  1 1 1 , 4 . 0 . ” K : : 6 E Y  1 1 1 , K

:C L O S E  A l : R E T U R N
MA 2 8 8  F O R  4 - 7 1 5 3 6  T O  1 6 5 0 : R E A D  D : P A K E  A , D

:N E X T  A : R E T U R N

I N  2 1 0  D A T A  2 1 6 . 1 8 4 , 1 0 4 , 1 3 3 , 2 0 4 . 1 8 4 , 1 4 3 . 2
0 3 . 1 8 4 , 1 3 3 . 2 0 6 , 1 8 4 . 1 3 3 , 2 8 5 . 1 6 1 . , 0 , 1 4 1 , 1
2 7 , 6 . 1 4 1

I Z  2 2 0  D A T A  1 2 8 . 6 , 1 6 0 , 2 5 5 , 1 4 0 , 1 2 5 . 6 , 1 4 8 , 1
2 6 , 6 . 1 7 3 , 1 2 6 , 6 , 2 0 1 . 4 7 , 2 0 8 . 1 1 , 1 7 3 . 1 2 7 , 6

AG 2 3 0  D A T A  1 3 3 , 2 1 2 , 1 7 3 . 1 2 8 , 6 . 1 3 3 , 2 1 3 . 9 6 .
1 7 2 , 1 2 5 . 6 . 2 0 8 . 1 4 0 . 1 2 5 . 6 . 1 7 7 . 2 0 3 , 3 2 , 1 1 1
•
6I S  2 4 0  D A T A  1 0 . 1 8 , 1 0 , 1 0 . 1 4 1 . 1 2 3 . 6 „ 1 7 2 . 1 2 5
. 6 , 2 0 0 , 1 4 0 . 1 2 5 . 6 , 1 7 7 , 2 0 3 , 3 2 . 1 1 1 . 6 , 2 4

ZH 2 5 0  D A TA  1 6 , , I 2 3 , 6 , 1 7 2 , 1 2 6 , 6 , 2 0 0 , 1 4 0 , 1
2 6 , 6 , 1 4 5 , 2 0 5 , 2 4 . 1 0 5 , 1 2 7 , 6 , 1 4 1 , 1 2 7 , 6 , 1 7
3

AV 2 6 0  D A T A  1 2 8 . 6 . 1 8 5 . 0 , 1 4 1 . 1 2 8 . 6 . 7 6 . 3 8 , 6
, 9 5 , 2 0 1 , 5 8 . 1 4 4 , 4 , 5 6 , 2 3 3 . 5 5 , 9 6 , 5 6 . 7 3 3 . 4
8 , 9 6

VL 3 0 0  D L N E = P E E K ( 1 8 4 ) 0 7 5 6 + P E E K C 1 0 3 ,
R A 1 1 0  I F  L I N E O D I N E  T H E N  ?  " N M  " ; S I R S (

L I N E ) ; "  M W E I E l i r : E N D
AZ  3 2 0  I F  C H K S U M O C H K  T H E N  ?  " E R R O R  I N  V A

T A A T  L I N E  " ; S T R S ( L I N E ) : E N D
Z F  3 3 0  R E T U R N
JR  1 0 0 0  D A T A  8 0 3 C 0 0 2 0 2 7 2 0 A 9 0 0 0 0 2 F 8 2 4 9 3 C 6 D

0 2 0 3 4 9 0 0 8 D E 7 8 2 8 5 0 E 4 1 .3 8 0 D E 8 8 2 8 5 0 F A 9 2 8 0 5
0 A1 1 0 2 0 8 5 0 0 1 8 6 0 4 C 7 9 3 A4 8 A9 0 AAD 0 A, 4 0 1 7

D i  1 0 1 0  D A T A  0 4 8 D i6 D 0 4 9 0 4 0 8 D 8 9 D 4 4 1 1 8 8 1 1 1 7 D 0
A 9 4 5 8 0 0 0 0 2 6 0 4 8 4 0 A 9 0 0 0 D 0 A D 4 0 D 1 6 0 0 4 , 2 4 0 D
1 0 0 0 6 0 4 0 2 0 A A 3 2 2 0 7 E 3 0 2 0 4 3 3 D A 5 C 4 , 5 8 1 6

OD 1 0 2 0  D A T A  F 0 9 5 A 5 1 4 8 D C 0 0 2 4 1 0 2 0 8 0 8 0 0 2 A , 2 0
0 D 8 1 0 2 4 C 6 2 E 4 7 8 3 0 C 2 0 0 4 8 3 8 0 4 8 4 8 4 0 4 0 4 8 4 0 4
0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 8 4 0 4 0 4 8 4 0 4 0 4 8 4 , 2 5 5 7

F B 1 0 3 0  D A T A  0 0 0 5 0 4 0 4 4 1 7 4 2 8 8 0 0 8 0 6 0 0 0 8 0 0 0 0
8 0 7 ( E 5 E 5 E 5 7 , 7 9 0 E D 7 5 5 5 5 5 5 5 5 5 5 5 5 A A F F 5 5 5 5
5 5 5 5 5 5 5 A A F F 5 7 / F 9 E 5 E 5 E S E 5 E 4 7 F 5 7 , 5 2 9 0

C X 1 0 4 8  D A T A  5 E 7 A E B E E F A E B E E F F B E E B A A B E E B A A
0 E D 5 0 5 AD E BABAF E D BAF AE BE E F AE O E E F AE O E BAA
8 FE 0 4 0 0 E E 0 NNE FE 0 F0 FFE O F0 E FE O E E , 1 0 3 3 0

NM 1 0 5 0  D A T A  F A E B E E F A E B E E F A B E E B A A A E E B A A A A
Di l s oNFE D0 oDr E 0 0 1 8 0 F5 7 5 c 7 0 c oc uc e c oc 0 F) 0 0
0 0 0 8 0 0 8 8 0 6 0 8 D 5 , 3 5 0 0 8 3 0 3 8 3 8 1 0 3 C O
3
6 / 7 4

XF  1 0 6 0  D A T A  C O C O C O C AC O C AC 0 0 8 0 0 0 8 8 8 0 0 0 0 0 0
0 8 8 3 0 3 0 1 0 3 0 3 0 3 0 3 0 I F F E A E F E A E F E A E F E A F F A O
F BABF AT I O 9 0 5 BE F E AE F E AE F E A( AF F 1 0 0 , 6 8 5 5

continued •

b y  B i l l  H a l s a l l

TYPING IT IN
Cassette and disk users should type in Listing 1. SAVE

or CSAVE a copy. then RUN the program. The program
will check each line of data and inform you of any errors.
Correct any errors and RUN the program again until all
errors are eliminated. When this  is  done answer the
cassette/disk questions accordingly to create a boot tape
or binary disk file.
Cassette users should load the boot tape created by

firstly removing all cartridges and then turning on the
computer while holding down the START key (XL and XE
owners should hold down OPTION as  well). Press RE-
TURN and the tape will load and run automatically.
Disk users should c lear Listing 1 from memory after

saving and running i t  as  above by  typing NEW and
pressing RETURN. Next, type in Listing 2 and save it on
the same disk as the binary file created by Listing 1. RUN
the Listing 2 program with the disk in the drive and the
game will load and run automatically.

HINTS TO GET YOU THROUGH
The suspects tend to use the same routes  t hrough the house

unless they are going to bed.
The pros t itute likes men in her bedroom.

)rug addic ts  use their disposable syringes and drop t hem as
soon as they get t hem f rom the pusher.  Being bio-degrad-
able they wil l  eventually  disappear.

The terroris t  has  a tendency to leave bombs  where he/ s he can
pick  t hem up later.

The blackmailer is only  here for the money.
Lis ten for shots and follow t rail of  spent bullet s  (or bodies!) to

fi nd the murderer.

The thief  will steal any t hing whic h isn't  nailed down.
Unfortunately .  two people are hav ing an af fair and a gigolo is

on t he loose whic h can complicate matters.
Paint ing by numbers  is a useful sk ill in the mosaic  room!
The grinding wheels  can give you a nasty c runch!
The display  line contains  details  of  cupboard/suspec t  ex-

amined.  object  held,  shot  details,  room and player num-
bers. Please note that  t he room numbers  arc for reference
only and some numbers  are miss ing (e.g. 6,7.8) so don't
waste t ime look ing for rooms whic h don't  exist.

The game ends when all six c r iminals  are ident ifi ed.  Press
t rigger to play  again_ The c riminals  and weapons  change
each t ime.
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CROOKED HOUSE
I F  1 0 1 0  D A T A  A O F B A B F B A B A U F F A I A S A F O F 8 1 0 7 8 5

8 5 3 0 F O F C F C S 8 7 4 5 4 5 4 0 1 3 E 3 E 3 F 3 E 3 E 3 E 1 E 9 8 4 F
E F E F E F E F A 1 0 D O P O P 8 1 8 3 0 3 0 3 0 3 0 A F C , 4 8 8 0

OF 1 0 0 0  D A T A  F C F 0 F 8 F 0 F 0 1 0 1 8 1 5 0 4 1 5 1 1 1 1 1 1 1 1
1 1 1 1 1 1 1 5 8 4 0 4 0 4 0 4 0 8 8 8 0 0 8 8 0 8 8 2 0 6 8 9 0 A 0 0 2 0
A 0 A A A A 0 A 4 0 A 0 2 8 2 E 2 F A B A B A I 2 F 9 0 1 8 , 3 7 6 4

OC 1 0 / 0  D A T A  0 8 A A 1 0 0 A 0 A 1 A A 0 8 4 7 5 2 1 2 5 2 9 0 4 1 0 2
A S A 0 5 8 7 8 9 0 5 0 6 0 6 0 5 4 1 5 1 5 1 f 3 F 1 F 1 F 0 7 0 1 5 7
5 0/ 8 1 D F D F D T 4 F 0 0 3 8 1 0 1 0 0 8 8 8 0 0 8 8 0 1 8 , 4 4 1
8RO 1 1 8 8  D A T A  1 . 0 1 0 5 8 5 0 5 0 D 0 3 0 0 0 0 0 0 8 2 2 2 0 0 8 0 3
8 1 1 8 1 8 8 8 0 0 0 8 0 0 C 8 C 0 8 3 8 f 3 1 3 1 3 1 3 F 8 F 0 3 C 0 1 0
F C F C F C T C F 0 C 0 0 0 0 8 4 4 4 4 C C C C F F 0 0 0 0 , 4 7 1 5

V I  1 1 1 0  D A T A  0 0 4 0 4 0 C 9 C A C 0 0 8 8 C 0 C 3 F F F 8 8 8 8 0 0
8 0 0 8 0 0 0 8 C 0 0 0 0 0 0 0 0 0 8 5 1 4 1 1 5 1 A 1 A 1 A 1 A 0 6
4 0 9
0
5 0 9 0 9 0 9 0 9 0 4 0 0 1 0 1 0 1 8 1 0 1 0 5 1 5 0 0 0 0 , 2 3 5 9

MX 1 1 2 0  D A T A  0 0 0 0 0 0 0 8 4 8 5 8 0 0 3 F F F F 3 0 F 3 D 3 7 F 7
F D F O F C 3 C C O F 0 7 8 7 C F C 8 3 0 F 3 F 3 5 3 5 3 5 0 1 3 5 C 0 F 0
F 8 F 0 7 0 7 0 8 0 5 C 1 5 1 0 7 F 4 F 4 F 1 F 1 1 3 F 1 4 , 5 0 9 8

OP 1 1 3 0  D A T A  F 1 F 1 C 4 D 0 D 8 1 8 F 0 3 F 0 F 8 4 8 4 8 4 0 4 0 4
O C F 0 C 0 4 0 4 8 4 0 4 0 4 0 C 0 0 0 2 5 / 5 9 D 2 6 0 5 8 1 0 1 0 6 6 0
5 0 1 :0 6 5 0 6 0 0 0 0 8 3 F F F C F C F C F C F C F C F F 0 ,
5 4 0 0KE 1 1 4 0  D A T A  P C F F F 3 F 3 1 3 F 3 F 3 3 0 2 A 2 8 2 8 2 8 2 8 2 0
3 C AC A0 A0 A8 A8 A0 F 0 0 8 0 F 8 F 3 1 0 5 8 5 2 5 2 9 2 A 1 0 1
-
8
1-C 6 8 5 4 5 0 5 0 5 0 2 A 2 A 2 8 2 0 2 8 2 A 8 A 0 2 A 8 , 5 1 0 6

5 0  1 1 5 0  D A T A  6 8 6 8 6 6 6 A F 0 A A 0 8 8 3 0 3 0 3 0 3 0 3 8 3 0 3
0 1 1 0 1 O F 0 F 0 F 0 f 8 F O F C 0 0 8 0 0 0 0 0 0 8 D 7 D 7 F 5 8 0 0 0
0 0 8 0 T O F F F F 5 F 0 0 0 0 0 8 8 8 0 0 0 3 8 7 5 7 0 0 , 5 2 2 7

VU  1 1 6 0  D A T A  0 0 8 0 0 0 0 8 C A P A E A 8 0 0 8 0 4 0 C F C F 0 F E
f F 8 8 0 0 0 8 0 8 0 4 1 7 8 7 8 7 0 8 0 8 0 8 0 8 0 8 8 4 0 0 0 0 7 F F D
E3 0 1 1 T 1 D F 7 D F 0 5 1 0 1 1 1 AAAAAF AF AF 4 0 , 4 8 2 7

MT 1 1 7 8  D A T A  1 0 1 8 A 0 A 8 E 0 E 8 E 8 A B A B A B A O A B A A 2 A
0 0 4 8 0 8 A 8 A 8 0 8 A 0 0 0 0 0 0 0 0 8 3 C C 3 3 C 0 0 8 0 0 0 0 0 0 1
8 1 0 4 9 8 8 0 0 0 0 8 0 8 1 C 1 C 3 1 3 E 1 C 0 0 1 C 1 C ,
4 8 1
2

JF  1 1 8 0  D A T A  1 8 5 C 7 F 7 E 7 E 1 E 1 E 1 4 1 4 0 4 0 0 0 0
0 0 0 00 0 0 0 5 C BC O C F D 5 7 5 C 8 8 0 0 0 8 8 0 0 2 0 0 0 0 3 8 8 6 4 9 8 0

8 8 2 1 0 2 4 9 4 0 0 0 0 7 0 4 0 9 1 0 8 0 1 4 0 2 4 2 0 8 , 3 4 4 0
PC 1 1 9 0  D A T A  0 D 9 7 2 0 9 D 8 8 4 8 0 0 1 7 2 1 9 0 0 8 4 1 0 0 9 7

2 2 9 1 ) 0 8 4 2 1 8 D 0 E BA1 0 3 0 D 1 D D 0 0 9 2 1 8 D 6 F 0 2 A9 0 0
8 0 0 8 D 2 A 9 0 3 8 D 0 F D 2 A 9 7 4 0 D 3 0 0 2 4 9 2 0 , 5 2 0 9

EA 1 2 0 0  D A T A  0 0 . 3 1 0 2 6 2 0 8 0 0 E 2 2 3 5 8 C 8 8 2 C 6 1 8 F 7
6 9 1 0 8 D 2 F 8 2 4 0 5 5 6 2 2 0 0 9 8 / 2 8 5 C 1 4 A 9 C 8 8 D 9 E D 4
6 0 7 8 2 6 C 6 E 8 0 0 3 6 8 0 3 4 9 4 0 2 2 7 1 1 9 8 0 9 D , 5 2 8 5

XY 1 2 1 8  D A T A  0 0 4 8 C A1 0 F A6 0 2 0 6 1 1 2 3 A2 1 C 0 D 2 A2 4
9 D 8 5 4 0 C 0 1 0 1 7 2 8 1 6 2 4 2 8 E 1 1 2 3 0 2 1 1 0 0 4 7 2 4 9 D
0 84 8 C 6 1 0 1 7 2 8 7 6 2 4 0 2 1 C 8 8 5 9 2 4 9 D 0 5 . 4 0 . 4 6 0 6

T i  1 2 2 8  D A T A  C A1 0 F 7 2 0 7 6 2 4 2 8 F 8 2 3 6 8 2 3 1 5 2 2 F 0 F
2 0 0 1 5 2 4 8 0 A8 2 1 0 5 3 3 1 1 5 0 0 6 2 7 9 0 0 2 2 6 1 6 C 6 C 8 0 2 8
6 1 6 C 7 3 6 1 6 C 6 C 6 6 6 F 7 2 0 0 2 E 2 5 3 7 8 8 2 1 , 4 8 0 5

ZIM 1 2 3 0  D A T A  3 4 2 1 1 2 2 9 0 0 1 5 3 3 2 5 3 2 2 2 6 1 7 3 6 5 6 4
8 0 6 F 6 F 0 0 6 1 6 1 0 0 6 9 6 4 6 5 6 1 0 0 6 2 1 1 0 0 2 C 8 E 0 0 2 0
2 1 3 7 2 8 2 5 3 1 A9 9 6 0 8 1 C O 2 AD I C 8 2 D 8 F 1 1 .3 3 3 3

fi t  1 2 4 0  D A T A  6 0 2 0 0 1 2 5 2 8 1 9 2 5 A 2 0 0 A 9 8 1 9 D 2 0 4 8
1 0 1 8 4 8 9 D C 0 4 BA9 0 2 9 D 2 9 4 8 9 D 7 9 4 0 9 D C 1 4 0 A9 0 3
9 D 5 8 4 8 9 D A0 4 8 9 D 9 8 4 1 1 9 D E 8 4 0 A9 0 4 9 0 , 4 8 1 8

AZ  1 2 5 0  D A T A  5 1 4 0 9 D A1 4 8 9 D 9 9 4 1 1 9 0 E 9 4 0 E 8 E 8 E 0
2 8 D 0 0 0 6 8 7 0 5 0 7 8 6 0 0 8 1 0 1 8 4 0 6 8 9 0 1 5 0 ( 0 0 0 3 0 6 8
8 0 6 8 D 0 1 8 2 0 4 0 7 0 9 0 0 0 E 0 1 . 8 4 8 4 8 4 8 4 0 , 6 2 0 1

5 Z  1 2 6 8  D A T A  4 0 4 8 4 9 4 9 4 9 4 9 4 9 4 9 4 A 4 A 4 A 4 A 4 A 4 A
. 4 6 4 1 1 4 0 4 1 1 4 8 4 0 4 8 4 C 8 D C 2 2 4 8 5 C 8 8 0 D C 2 4 0 5 C C

6 06 2 0 0 8 0 9 D C 0 4 0 9 D C 0 4 1 9 0 9 8 4 0 E 8 8 0 F 4 , 5 4 8 5
N J 1 2 7 8  D A T A  6 0 2 0 F 6 2 4 4 5 8 1 9 1 C 8 6 8 6 2 0 4 0 8 0 0 1 1 9

0 1 8 5 0 1 2 8 1 1 2 5 A8 2 7 E 6 8 1 2 0 1 1 2 5 A0 2 0 E 6 1 5 1 2 0 1 1
2 5 4 0 4 F F 6 8 1 2 8 1 1 2 5 E 8 1 0 ( 8 1 6 D O D C 6 0 , 5 4 3 9

51' 1 2 8 0  D A T A  2 0 F 6 2 4 4 5 1 5 1 / 1 C 0 F 6 0 1 C 8 0 5 8 1 9 1 C 8
F 6 8 1 6 8 2 0 4 8 2 5 C 0 A 5 0 1 9 1 C 8 F 6 0 1 8 8 8 8 6 0 2 0 4 0 2 5
8 0 6 0 4 C 4 0 2 5 0 0 0 2 6 2 0 1 0 9 0 5 0 5 0 1 2 0 5 1 , 6 2 0 2

AP 1 2 9 0  D A T A  2 5 ( 0 2 0 5 1 2 5 E 0 4 C 5 1 2 5 0 0 8 C 8 0 E 6 0 8
1 6 8 0 E 7 6 8 2 0 8 0 E 3 6 0 0 2 0 2 0 1 8 9 8 E 0 5 1 3 1 2 0 5 1 2 5 E 8
2 0 5 1 2 5 E 8 1 1 1 1 1 8 5 0 1 4 C 5 1 2 5 4 8 0 C D 0 E 7 , 5 5 9 1

BC 1 3 0 0  D A T A  A 8 1 6 0 0 E 3 A 0 2 8 D 0 D F A 8 0 3 A 2 1 8 A 9 0 5
0 5 0 1 4 C 5 1 2 5 0 0 0 8 8 8 F 3 6 8 1 7 D 0 E F A 0 7 1 8 0 1 0 4 0 0 3
A2 1 8 0 1 9 .8 E 0 5 0 1 4 C 5 1 2 5 4 0 0 D D 0 1 3 0 0 1 7 , 6 0 0 0

8 0  1 3 1 8  D A T A  D O E F A 8 2 1 D 8 P 0 0 8 8 6 0 2 0 1 0 9 1 4 0 5 8 1
4 C 5 E 2 5 A 0 1 0 0 0 1
-
3 A 0 1 A D 0 E F A 8 2 4
0 0 6 8 2 8 8 6 2 5 2 8

E 1 2 5 2 0 E 5 2 5 4 C F V 2 5 0 4 0 C 1 4 1 C 2 4 2 C 3 4 , 5 4 3
4XM 1 3 2 0  D A T A  3 C 4 4 0 4 8 C 1 4 4 C 0 C 1 4 2 C 3 C 8 4 1 4 2 4 3 4
1 C 2 4 3 4 4 4 8 4 3 4 4 4 1 C 7 4 2 C 1 C 4 4 0 C 1 C 2 C 3 C 8 3 8 3 8
10 3 8 3 8 3 8 3 0 3 0 3 1 C 1 C 1 C O 3 0 0 0 D O E 0 F 0 3 , 1 3 4 7

51
. 
1
3
3
8  
D
A
T
A  
0
3
8
3
0
3
8
0
0
0
0
8
0
5
0
2
5
3
0
9
0
0
9
0
1
8
4
C

C A1 1 1 F AA2 1 8 1 1 8 1 E2 6 9 D 4 8 4 C C A1 0 F 7 A 2 0 0
4 9 8 8 9 05 9 4 C C A I O T 0 6 2 1 8 2 0 1 1 2 C 0 0 0 1 5 9 4 C 8 0 , 4 8 4 0

TF 1 3 4 0  D A T A  1 7 8 0 9 9 5 9 4 C E 0 E 0 1 C D O E E 0 2 0 0 0 8 1 9
2 5 8 5 1 1 2 2 0 8 0 2 6 0 5 0 2 0 0 0 9 1 8 4 C 8 8 1 5 9 8 4 8 4 C 9 9
7 04 C E S E 0 7 5 D 0 E 5 6 0 4 0 0 0 D 2 2 9 8 3 6 0 6 0 6 8 , 6 4 7 0

L i  1 3 5 0  D A T A  4 C 2 9 0 4 1 0 0 3 4 C 4 1 3 2 7 2 0 0 1 2 4 2 0 1 0 2 5
0 8 6 8 4 C 2 9 7 C 8 D 6 8 4 C F 0 1 5 2 0 8 5 2 5 2 0 9 C 2 5 2 0 0 0 2 5
2 0 4 4 2 5 AD 6 8 4 C 2 9 7 C C 9 5 0 f 8 1 0 2 0 1 5 F 2 5 , 4 3 7 2

JK 1 3 6 0  D A T A  2 0 C O 2 5 2 0 C 6 2 5 2 0 D 2 2 5 0 8 6 8 4 C D 9 0 4
6 1 3 6 8 8 2 9 4 9 6 9 3 7 8 8 2 C 4 9 0 D 6 8 4 C 2 9 7 C 8 D 3 9 2
7 1 02 9 4 0 3 9 2 7 3 0 E 9 0 5 8 D 3 A 2 1 2 0 3 0 2 7 0 0 0 3 , 4 5 3 6

VG 1 3 7 0  D A T A  2 8 6 6 2 5 2 8 3 8 2 7 8 0 0 3 2 0 7 9 2 5 2 0 3 0 2 7
D 0 8 3 2 0 7 0 2 5 2 0 3 8 2 7 & 0 8 3 2 0 0 1 2 5 4 0 3 9 2 7 C 9 5 0 F 0
2 6 1 8 6 9 0 3 8 8 3 6 2 7 2 8 3 0 2 1 0 0 0 3 2 0 4 8 2 5 , 3 5 5 2

JO 1 3 8 0  D A T A  2 0 3 0 2 7 0 8 0 3 2 0 5 3 2 5 2 0 3 0 2 7 0 8 0 3 2 0
1 1 7 2 5 2 8 3 8 2 7 D 0 0 1 2 0 / 1 8 2 5 6 0 0 0 0 0 C E 3 0 2 / 6 E 3 6 2 7
0 0 7 0 4 C C 1 0 3 F 0 0 2 C V I C 6 0 2 0 8 1 2 4 2 0 8 5 , 3 9 9 1

OE 1 3 9 0  D A T A  2 5 2 8 D 2 2 5 6 8 0 2 0 8 8 4 9 0 0 0 4 4 9 D 8 0 4 5
E 8 D 0 F 7 8 D I E D 0 5 0 A 6 0 3 4 0 0 0 8 4 4 D 9 0 9 D F 0 4 3
1
O F
0

4 4 1 8 C 8 C 8 2 4 D 0 F 4 A 2 0 8 A 4 8 3 0 D 5 7 2 3 9 9 , 6 2 1 /
FR  1 4 0 0  D A T A  8 0 4 4 1 1 D 6 0 2 3 9 9 0 0 4 5 C 0 E 8 E 8 1 4 0 0 E E

0 8 8 1 2 / D 0 1 B E E 8 7 2 7 A D 6 9 2 3 4 9 1 4 8 D 6 9 2 3 A D 7 D 2 1
4 9 3 6 8 8 7 D 2 3 6 D 7 E 2 3 4 9 3 6 8 8 7 E 2 3 A 5 8 4 , 5 3 8 9

K I  1 4 1 0  D A T A  8 8 8 0 0 6 1 1 D 0 I 8 0 6 0 0 0 A9 0 2 8 D I C O 2 AD
I C O 2 D 0 F 0 6 0 A9 8 0 8 D 0 7 2 7 AD 7 8 8 2 2 9 0 1 D 8 0 3 2 8 F 1
2 7 A 0 7 8 8 2 2 9 8 2 0 0 8 1 2 0 F D 2 7 4 0 7 0 8 2 2 9 , 4 4 9 6

TY 1 4 2 0  D A T A  0 4 8 0 8 3 2 0 1 1 2 8 0 D 7 0 0 2 2 9 0 8 0 0 0 3 2 8
1 0 2 0 6 0 6 1 5 0 3 1 9 2 C F 8 8 F 3 0 E 9 0 4 4 C 8 6 2 0 6 5 0 1 C 9 D C
F 0 0 3 1 8 6 9 0 4 8 0 3 2 2 8 0 5 8 4 0 0 3 1 2 8 4 C 3 7 , 4 3
.
1 3

I M  1 4 3 0  D A T A  2 8 4 5 8 4 C 9 3 4 1 0 0 F 3 8 1 1
0
0 2 4 C 2 1 5 2 8 0 5

8 4 C / C 4 1 ' 0 0 3 1 8 6 1 . 0 2 8 0 3 1 2 8 0 5 0 3 8 0 3 2 2 8 4 C 3 7 2 8
0 0 8 0 3 A 6 2 0 A 8 2 A D X 2 2 8 C 9 2 C F 0 0 7 C 9 D C , 5 • 7 0

BT  1 4 4 0  D A T A  F 9 0 D 4 C F 2 2 8 2 0 F 2 2 8 6 5 8 5 C 9 1 1 1 8 0 8
6 8 2 0 1 2 2 8 0 5 0 5 C 9 1 F F 9 3 C 6 0 6 D 6 8 4 C 0 D 2 0 4 F 2 9 0
41 0 1 6 0 0 6 8 4 C 3 0 E 9 0 4 0 0 6 8 4 C 2 9 0 3 A 6 9 D , 5 3 1 7

ZM  1 4 5 0  D A T A  3 3 , 2 8 8 5 0 4 4 9 0 C 4 C C E 7 8 2 0 4 6 2 9 0 8 6 8
4 C 2 9 7 C 3 8 F 9 0 4 1 8 6 D 5 A2 S 8 D 6 8 4 C A9 8 6 8 5 8 4 0 9 8 C
4 C C E 2 8 4 0 0 1 1 4 C 8 D 2 0 4 F 2 9 0 4 F 8 1 6 AD 6 0 , 5 1 6 2

OU 1 4 6 8  D A T A  4 C 1 8 6 9 0 4 8 D 6 8 4 C 2 9 0 3 A A 8 D 3 3 2 8 0 5
0 4 4 9 4 4 4 C C E 2 8 2 8 4 6 2 9 4 0 6 0 4 C 2 9 7 C 1 8 6 8 5 6 2 9 6 9
8 4 8 D 6 8 4 C A 9 3 A 8 5 8 4 A 9 4 4 4 C C E 2 8 8 5 0 3 , 4 6 6 2

D V 1 4 7 8  D A T A  7 0 0 E 2 6 2 0 5 5 2 7 1 8 1 5 3 6 4 C 6 5 . 2 7 A D I I
2 8 3 0 E / 3 0 4 0 4 0 8 5 8 9 0 0 3 2 2 8 1 8 E 5 0 1 C 4 6 4 0 4 4 8 5 0 6
6 8 2 0 8 C 2 0 6 6 8 A 2 8 1
-
0 2 4 6 4 8 1
,
8 1 C 8 8 5 0 5 , 4 1
,
7 8

GG 1 4 0 0  D A T A  C 8 0 1 C 8 8 5 8 6 9 0 1 0 6 9 2 7 4 8 0 1 C 8 8 5 1 1 7
C 0 0 1 C 0 8 5 0 0 0 D 3 1 2 8 8 5 8 4 8 D 6 0 D O 0 8 0 1 8 8 6 8 3 2 2 0
0 5 1 3 3 4 C 6 5 2 7 2 0 5 5 2 7 6 6 8 0 0 D 2 9 4 1 8 8 6 0 , 6 0 9 .1

WC 1 4 9 0  D A T A  4 C 2 8 8 E 2 6 A1 0 0 0 0 5 0 4 A9 9 0 8 5 8 3 2 8 6 5
7 7 0 0 1 E D 0 2 0 A 3 3 C 6 8 A 5 0 4 3 8 t 9 3 0 0 0 0 0 3 8 1 1
0
2 8
.
9 0

0 4 C O 4 C 4 E 2 9 1 8 C 5 A 2 1
,
6 0 8 8 A 6 0 C 0 0 C 0 4 D ,
5 4 3 8

I I  1 5 0 8  D A T A  3 0 2 5 0 8 0 0 0 2 1 8 2 0 8 0 F 8 4 C 3 0 0 E 0 0 4 5
4 D C / 1 6 8 0 0 3 4 C 6 5 7 4 F E 4 8 4 8 6 0 0 0 4 8 4 8 C 9 0 1 8 0 8 3
4 C 8 5 2 AD E 4 8 4 D 8 8 4 6 1 5 C 9 D 1 0 4 D 3 0 T O O D , 5 4 7 1

MP 1 5 1 0  D A T A  0 0 4 C 8 4 0 0 1 8 7 0 3 4 4 8 9 D 8 8 4 E C 8 6 8 4 C
D 8 ( 7 8 8 4 1 2 8 8 5 0 1 8 0 1 8 4 C 3 0 0 6 1 1 8 8 C 4 8 4 C 8 3 2 9 8 8
2 0 4 8 A 8 6 I P 8 C 2 9 1
1
0 E 4 4 C 6 8 8 D 4 8 4 0
0 0 ( 0 , 5 5 7 0

AY 1 5 2 0  D A T A  8 1 1 0 C 4 E 0 1 6 1 0 C O 2 0 4 8 2 5 8 0 E 8 E 0 1 6
F 0 1 1 7 7 0 4 8 2 5 8 8 E 8 E 8 1 6 1 0 AE 4 C 4 8 2 5 0 2 0 C 1 6 2 8 8 D
6 8 4 C F 0 1 7 A D 5 2 4 8 C 9 8 5 0 0 0 6 2 0 6 6 2 5 4 C , 5 3 8 1

DC 1 5 3 0  D A T A  F C 2 9 2 0 0 5 2 5 0 D 6 8 4 C 2 9 0 4 D 8 0 5 0 0 0 2
2 0 4 D 2 AAD 5 C 4 8 C 9 0 5 F 0 O AC 9 0 E D 0 9 E 2 0 9 C 2 5 4 C 1 5
2 4 2 0 7 9 2 5 1 1 8 8 C 2 0 4 0 2 AAD S 6 4 8 C 9 8 5 F 0 , 4 1 1 9

GZ 1 5 4 0  D A T A  O A C V 8 E 8 0 0 E 2 8 A 8 2 5 4 C 2 E 2 A 2 0 7 D 2 5
4 0 1 6 2 8 4 0 2 0 6 8 7 0 4 0 C 9 0 5 F 0 6 4 C 9 0 E D O O E 2 0 1 0 4 2
54 8 4 7 2 4 2 8 8 1 2 5 A 0 2 0 2 8 4 D 2 A 6 8 4 2 0 4 2 0 , 3 8 7 4

ET  1 5 5 0  D A T A  F 6 2 4 6 9 0 0 9 1 C 0 C 0 9 1 C 0 8 8 E 8 E 0 1 6 D 0
F 0 6 0 0 1 2 1 5 A/ 8 0 9 D A0 4 D C AD 0 F 8 8 0 7 0 4 C C 9 0 3 D 0 0 E
8 A 2 9 0 3 0 5 0 2 8 A 4 A 4 A 4 8 A 5 8 2 9 9 A C 4 D E 0 , 6 6 4 7

I V  1 5 6 0  D A T A  E 8 5 4 8 0 E 6 6 0 A 6 9 C 6 0 D 0 4 C 0 D 0 4 4 0 8 0
8 9 0 0 F 4 4 D F 0 6 4 D E F 4 4 0 6 0 8 0 0 8 4 C 9 D 5 C 4 D 0 D 3 4 4 D
9 0 0 C 4 0 0 D 1 0 4 D 9 0 D 0 4 C BD 2 0 4 D 9 0 3 4 4 0 , 6 4 7 5

L P 1 5 7 0  D A T A  6 6 8 C 0 1 8 0 4 C 8 0 8 4 4 0 1 0 0 4 1 8 8 D 3 8 1 E
9 D F 4 4 D D 0 3 E 2 0 0 2 2 1 5 4 C 0 0 2 AA9 8 0 9 D F S 4 C 0 9 1 6 9 D
4 8 4 0 0 D D 0 4 C 3 8 E 1 8 1 4 C E C 2 0 A9 0 0 9 D F 0 . 5 7 2 5

U0 1 5 0 0  D A T A  4 C A 9 0 1 9 D 4 8 4 D 0 D D 0 4 C 1 0 6 9 0 1 9 0 1 0
4 8 0 0 0 4 4 0 1
-
8 8 7 6 8 0
9 A C 4 8
4 C F E 2
4 8 8 9
8 4
D 9
D 2
0 4
0

6 8 6 6 0 0 6 8 0 0 D 2 2 9 1 1 3 0 1 9 8 C 9 0 1 4 8 9 0 1 , 5 4 5 0
T I  1 5 9 8  D A T A  D D 8 4 4 D F 0 E D 9 D 0 4 4 D A8 8 9 AC 4 D 9 0 9 0

4 D 6 0 6 2 1 3 0 D 0 0 8 2 2 9 0 1 0 9 8 1 1 0 D 0 4 C 1 0 6 / 0 1 9 D 7 0
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4 D 5 0 4 8 4 D 5 D 1 8 4 c 6 5 0 L 2 8 1 5 2 8 C A 1 0 1
-
2 , 5 3 4 7

MG 1 6 0 8  D A T A  6 0 2 4 2 4 4 4 4 4 3 8 1 8 1 5 8 0 8 1 8 1 8 1 8 1 8 4 4
4 4 C 4 C 4 3 1 3 t 8 F 8 F 0 0 2 D 6 5 7 1 7 3 0 0 7 t 6 4 6 1 6 0 4 1 8 1
2 D 7 3 0 0 2 2 6 5 7 3 6 C 6 5 7 4 7 4 0 2 2 D 7 3 0 0 2 3 , 4 2 4 7

my 1 6 1 0  D A T A  6 8 7 7 6 9 7 3 1 4 7 9 8 1 2 E 7 5 7 2 7 3 6 5 0 8 2 4
7 2 6 5 7 1 0 4 2 D l 2 / 3 0 0 7 5 6 c 6 c 6 5 1 3 0 5 3 3 6 5 7 3 7 4 6 5
7 2 0 8 2 6 6 F 7 8 0 6 2 D 6 5 7 1 7 3 0 0 2 7 7 2 6 1 6 D , 3 1 2 1

UN 1 6 7 8  D A T A  6 D 0 7 2 D 7 2 7 3 0 0 2 8 6 1 6 7 6 7 0 8 2 3 6 1 7 0
7 4 6 1 6 9 6 F 0 0 2 1 7 6 6 5 7 3 8 9 2 6 6 1 7 4 6 8 6 5 . 7 2 0 0 2 0 6 r
6 E 6 5 7 3 0 A 2 7 6 5 6 E 6 5 7 2 6 1 6 C 0 0 2 0 7 2 6 1 , 3 7 8 0

DR 1 6 1 0  D A T A  6 D 6 5 / 7 8 8 2 4 7 5 6 4 6 7 6 5 8 8 2 C 6 5 6 1 6 3
6 8 0 C 2 4 7 2 0 8 2 0 7 5 1 2 6 4 6 T 6 3 6 8 0 D 2 4 7 2 0 0 2 E 6 1 6 C
7 3 7 3 6 F 6 F 8 F 3 8 7 7 6 F 6 6 0 0 7 F 6 c 7 3 6 5 6 1 . 3 8 3 8

DK 1 6 4 0  D A T A  0 F 2 5 6 E 7 1 7 0 6 5 6 3 7 4 6 F 7 2 0 0 3 8 6 1 6 C
6 D 6 5 7 2 1 8 2 D 7 2 8 8 1 1 7 5 6 1 6 E 6 E 1 1 2 D 7 2 0 0 3 2 7 5 6 4
6 7 6 5 1 2 2 D 7 2 0 0 3 3 7 1 6 0 6 5 7 3 1 3 2 D 7 2 0 0 , 3 6 7 4

RV 1 6 5 8  D A T A  1 4 7 7 6 9 7 3 7 4 1 4 4 5 8 1 8 0 1 2 2 8 A 5 8 4 8 0
3 1 2 8 2 4 1 1 0 C 2 8 4 1
1
1 1 8 5 0 c A 6 8 C 3 0 2 3
8 0 0 8 4 1 C D 6 8 4 C

D 0 1 6 1 3 D 4 8 4 D C 5 0 AD 0 0 1 I T D E 4 4 C C 5 8 5 D 8 , 5 8 1 2
MO 1 6 6 0  o A l n  8 8 4 1 8 i 5 D 1 8 4 E 2 0 6 1 2 C C 6 8 C 4 C 4 7 2 C

6 0 2 AC C 3 5 A4 8 C 8 C 8 8 4 E C O 8 C 8 C 4 1 A2 8 0 A0 0 8 0 5 5 5
2 8 C D 8 B 4 F F 0 8 4 c 8 D 0 F 5 6 0 C 8 E 8 8 9 5 5 2 0 , 5 1 4 0

PT 1 6 / 0  D A T A  C D 8 C 4 E F 0 8 1 5 D F F 4 1 E 0 1 6 D O E F 6 0 A 2
1 3 A1 . 0 8 9 0 E 8 4 D 9 D 1 0 4 F 1 D 7 0 4 E C A1 e F 4 2 0 4 1 2 E F E
E 0 4 D 8 E D A 4 0 2 8 4 1 2 E F E E 8 4 D 8 E D 8 4 D 2 8 , 6 1 6 2

PO 1 i i 8 0  D A T A  5 5 2 E F E E 0 4 D 8 E D C 4 D 2 8 5 5 2 E F E E 0 4 D
8 E D D 4 D A0 0 5 2 0 F 4 2 C 4 A6 D E 0 4 D D 8 F 7 F E E 0 4 D 8 A5 5
C F 4 D C 8 C 0 0 0 0 0 E 8 2 8 3 1 2 F A1 0 A8 D 3 C 4 F , 6 4 5 4

VI_ 1 6 5 0  D A T A  8 D 1 F 4 F 6 0 A D O A 0 2 2 5 1 F 3 8 E 9 0 C 1 0 F 6
beapeci oz z wor 38r 9e4ww668a20enD304r o0se
B D 3 A 4 F F 0 8 6 D E 1 A 4 F D E 3 0 4 F E 8 E 0 0 A 0 0 , 5 5 0 7

EU  1 7 0 0  D A T A  E 8 6 0 2 0 4 4 2 D 8 E 1 C 4 E 2 0 4 4 2 D E C I C 4 E
F 8 F 8 8 E I D 4 E 2 0 4 4 2 D E C 1 C 4 E F AF O E C I D 4 E F O F 3 8 E
1 E 4 F 6 8 2 0 F F 2 C A 8 8 1 5 4 2 D A A B D 7 8 4 C C 1 , 5 6 5 6

OZ 1 7 1 0  D A T A  I C D A F 1 6 0 0 4 8 5 0 6 0 7 0 C A D O E O F 1 4 1 5
1 6 1 7 AD 2 1 4 E D 0 2 2 2 8 5 5 2 E 8 D E 0 4 D D 0 1 A8 E 2 0 4 E AD
1 C 4 E 2 0 8 8 7 D A F D A 4 D A D I c 4 E 2 0 8 8 2 D A 9 , 4 0 2 2

-
V
W 
1
7
2
0  
D
A
T
A 
2
8
8
D
3
0
4
,
8
0
2
1
4
E
6
8
2
8
9
1
2
D
A
1
6
4
5
D

F 4 4 0 6 0 8 5 8 2 2 / 0 1 / D 9 8 4 D A 5 8 2 4 A 4 A / D 8 4 4 D 6 0 A D
2 2 4 E D 0 2 A 2 8 4 1 2 E 8 D E 0 4 D F 0 0 8 2 0 4 1 2 E . 4 5 / 0

MU 1 7 1 0  D A T A  O D E O 4 D D O I A A D I D 4 E 8 E I F 4 E 2 0 8 8 7 D
AE D D 4 D AD I D 4 E 2 8 8 8 2 D A1 1 4 8 D 3 7 4 F 8 D 2 2 4 E 6 O AD
2 1 4 F D AT AAF D E 4 D 4 D L E 4 E 2 0 8 8 2 D AF D B, 5 1 4 8

VL 1 7 4 8  D A T A  4 D A D 1 E 4 E 2 0 8 0 2 D 6 9 8 1 8 D 4 8 4 1 8 D 2 3
4 E 6 0 AD 1 8 4 F 0 D 3 A4 1 0 0 8 3 2 0 6 0 7 D AD 3 1 4 1 0 D 3 8 4 F
D 0 0 3 2 0 C 6 2 E AD 3 2 4 F 0 D 1 C 4 F D 0 0 3 2 0 6 1 , 3 5 5 0

D J 1 7 5 8  D A T A  3 1 A D 3 3 4 F 8 D 3 D 4 F D 0 0 1 2 8 1 F 1 0 A D 3 4
4F 0 D 3 E 4 F D 0 0 1 2 0 AD 2 F AD 3 5 4 F O D 3 F 4 F D 0 0 1 2 0 C 6
2 F AD 3 6 4 F 0 D 4 8 4 F D 0 8 1 2 8 D 8 2 D AD 3 7 4 F , 4 0 8 5 .

JO 1 7 6 0  D A T A  O D 4 1 4 F D 8 8 3 2 0 4 0 2 0 . 6 0 AD O AD 2 2 5 0 7
AAL T D F A4 D D AT 5 6 6 2 0 F F 2 C 1 8 6 5 6 8 AAAD E A4 D D AF 4
6 0 4 D 2 3 4 E F 0 1 4 0 E D 8 4 D AC D C 4 D AD I E 4 E , 5 7 5 3 .

ND 1 1 / 8  D A T A  2 8 4 E 2 E 8 D 2 3 4 E 4 1 0 1 6 8 D 1 6 4 F A0 2 2 4 E
F 0 1 4 AE D D 4 D AC 1 F 4 E AD I D 4 E 2 8 AE 2 E 0 0 2 2 4 E 4 1 1 6
6 D 3 7 4 F AD 2 1 4 E F O I 4 AE D A4 D AC 2 0 4 E AD , 5 7 4 4

PP 1 1 8 8  D A T A  1 C 4 E 2 0 A E 2 1 8 0 2 1 4 E A 1 9 6 8 0 3 0 4 F 6 0
4 4 4 4 D D D A 4 C D 8 0 8 0 , 0
,
8 4 c D 0 8 1 A 1 0 8 6 0 4 1 0 5
1 D F 4

4 D 9 9 F 4 4 D 6 0 AD 2 4 4 E D 0 1 5 AT D 4 4 D AD D 0 , 5 7 3 7
AZ 1 7 1 0  D A T A  4 C 2 1 0 1 D 0 0 BO D 0 8 4 E C D 6 8 4 C F 0 0 3 0 D

2 4 4 E 6 O AD 2 4 4 E F AF A4 A4 A8 5 .8 2 A1 D 8 4 D D D D A4 C F A
E E 3 8 0 6 1 8 6 1 0 2 4 C F D 2 E 1 8 1 1 0 2 / D 8 4 4 D , 5 4 5 4

OU 1 8 0 0  D A T A  A 8 8 1 A C 4 D 5 D 1 8 4 0 6 8 A E D 8 4 0 0 0 8 8 4 E
c D 6 8 4 c F O 0 F C D 7 4 4 1 0 0 0 A A 5 8 8 8 D 2 4 4 E A / 0 1 8 D 3 0
4 F 6 8 A D 6 8 4 C F 0 1 8 c 0 2 4 4 E D 8 0 0 A 5 2 0 8 5 , 5 4 5 3

DE 1 8 1 0  D A I A  8 1 A 2 A A A 8 1 4 2 8 5 E 2 5 6 0 4 2 0 1 2 8 F 4 7 C
0889r e4oper 7se9oz 64cca1er 06000384r D032
A E D 7 4 D 8 D 0 8 4 E 4 A 4 A 8 5 8 2 2 5
,
0 1 D 0 2 4 4 2 , 5 5 7 5

WF 1 8 2 8  D A T A  0 3 0 0 2 6 4 E A 8 B 9 D 0 4 C C 5 8 2 1 0 0 4 C A 1 0
F 2 6 0 8 5 E 8 4 D 3 8 8 E AE D 7 4 D 8 0 0 8 4 1 E 8 D 2 5 4 E A9 1 4 8 D
3 8 4 1
,
6 0 A 0
6 8 4
C F O
O F C
D 2 5
4 E D
A A A A
9 1 E .
5 5 7 1

VG 1 8 3 8  D A T A  8 D I A 4 4 A 9 I F 8 D 4 2 4 A 6 O A D I F 4 E 1 7 0 0 E
2 0 f 4 2 C F 8 1 R AA0 D E 8 4 D D 0 0 3 8 E 3 F 4 E 6 8 AC 3 F 4 E F 0
F 4 AE D / 4 D 0 5 8 4 4 D D D D 0 4 C F 0 E F 2 0 F D 2 E , 6 3 1 5

8 0  1 8 4 0  D A T A  A 5 2 8 8 0 3 4 4 F 6 0 A C 3 F 4 F F 0 F I C C I F 4 E
F AD C C C 2 0 4 E F AD 7 AF D 5 4 D O D D A4 C 2 / 0 1 D AC O O D 0 8
4 E C D 6 6 4 C F 0 C 5 D 5 0 8 4 F D 0 C 0 A/ 2 8 8 D 3 5 . 6 4 1 6

GO 1 8 5 8  D A T A  4 F A 5 1 0 8 5 8 D A D 8 A C . 2 2 5 8 1 F 0 3 3 4 1 8 0
4 0 8 4 5 / 1 E 4 8 8 8 1 0 F AAE D 1 4 D 8 D 0 8 4 E 8 D 8 D 4 E 3 8 E D
6 8 4 C 0 1 3 0 4 A1 5 C D 0 0 2 A9 5 D 8 0 2 2 4 8 A1 7 8 , 5 2 5 3

CROOKED HOUSE
AO 1 8 6 0  D A T A  8 D 3 4 4 T A 0 0 3 8 1 6 6 3 0 5 5 1 E 4 8 0 0 l e f /

b o o 0 0 8 4 E 1 9 8 8 4 E A 5 1 C 5 5
1
( 4 4 C A 0 1 E 4 E 1 8 6 1 8 5 1 1
4 8 4 D A 5 8 0 5 5 f 0 4 0 1 8 A C 3 E 4 E 9 9 2 A 4 E E E , 5 1 6 3

F T  1 8 7 0  L . A T A  3 f 4 E 8 0 0 8 4 E 5 9 3 4 4 1 A 1 0 0 8 0 3 1 4 f 8 D
8 0 . 4 E A5 8 8 8 0 3 F 4 F 6 0 3 3 2 8 2 F 3 4 A2 0 0 8 6 0 7 AD 6 8 4 C
1 - 0 7 1 D D 3 4 4 E 0 8 1 4 8 D 2 A4 1 4 AA8 8 5 5 5 1 0 , 4 8 6 7

NH 1 8 8 0  D A T A  8 5 6 1 E 8 E 8 E 8 E 8 1 8 A 0 1 C 2 0 5 1 2 5 E 6 0 2
A6 8 2 E0 O AD O D A6 0 4 AC AAAC A4 D C D 4 D C 0 4 D C D AI ED 6
4 D 8 D 0 8 4 E C D 6 O 4 C F 0 1 6 4 4 4 A2 1 0 1 D 0 1 8 , 6 5 1 5

T V 1 8 5 0  D A T A  A D D E 4 D D O O C A D 8 8 4 1
-
8 D D I 4 D A 1 0 1 8 D

3 D 4 F 6 0 D D 0 8 4 f D 0 F A A 5 0 0 F 0 F F A D 6 8 4 c T O T I C D D I
4 D D 0 E C A 5 2 A 0 5 8 1 A 7 1 1 0 8 7 s 7 8 5
,
f 2 5 6 0 , 6 1 0 4

JN  1 5 0 0  D A T A  A 2 8 F A D A A D 7 7 9 0 1 1 . 8 6 5 0 1 0 4 0 A 0 A 5 0
4 0 4 E A D 0 4 0 2 2 , 0 7 a 8 o 5 0 0 3 1 5 D 5 0 4 E A D O A D 2 2 5 0 F
1 8 6 1 . 0 4 5 D 6 8 4 E C A1 0 D 8 6 0 0 4 0 6 8 9 0 1 1 8 , 1 7 4 6

AF  1 1 1 0  D A T A  1 A2 3 2 5 4 5 0 F 0 5 1 3 2 A6 8 2 1 0 A5 AD 6 8 4 C
F A A 0 D D 4 0 4 1 0 8 1 7 E 0 0 7 1 0 0 4 4 5 2 E 0 0 0 2 4 9
1
3 2 8 5 8 1
AD t . 0 4 1 - A8 8 0 6 0 4 1 AA2 0 5 E 2 5 C 6 8 2 4 C 1 7 , 5 4 2 8

U K 1 5 2 0  D A T A  3 1 A E D 5 4 D 8 D 0 8 4 E C D 6 6 4 C F 0 3 8 A 0 0 0
C D 2 4 4 E D 8 0 4 8 C 2 4 4 E 6 0 C D 2 5 4 F 0 0 0 4 8 c 7 5 4 E 6 O c 0
D E 4 D D 0 1 1 8 C D E 4 D 6 0 AE D 5 4 0 4 0 0 F 8 5 4 0 , 5 5 5 5

C Z 1 / 3 8  D A T A  4 L 0 0 8 8 4 E F 8 0 4 8 8 1 0 F 5 6 0 A 9 8 0 5 5 4 0
4 E 0 , 0 7 8 0 3 c 4 1 - 6 1 I AD A4 8 2 0 0 1 0 A5 8 5 C 5 3 6 F 8 0 0 c 9
3 7 r 8 8 7 A 5 8 6 C 5 3 6 1 - 8 0 1 6 8 4 0 1 3 8 5 7 0 4 F , 5 5 1 2

JH  1 1 4 0  D A T A  D 0 0 4 8 8 1 0 1
,
8 6 8 A /
8 0 4 5 5 8 2 2 0 D 7 3 9 4 4

O2 c 0 0 6 F 0 4 F 8 5 8 0 1 2 A 0 A 7 0 0 8 5 5 1 3 2 1 0 1 1 4 8 C 1 1 F
F 0 0 5 E 8 C 8 4 C 8 5 3 1 A 5 0 0 8 5 8 C A 4 8 C 8 1 7 8 , 5 1 7 7

VI I  1 1 5 0  D A T A  4 E F 8 1 4 2 0 6 F 2 C 0 1 1 4 7 8 B A 2 1 A D 8 4 0 2
F A I I A D / 8 0 2 C I A F F O F 4 1 6 8 C A 5 8 C C 5 1 4 D A D D T 8 D 7
0 0 0 4 0 2 r 0 F 8 N 4 8 2 1 1 5 0 C 9 9 8 5 4 E E 6 0 2 4 C , 6 1 4 /

NO v m s  D A T A  A A 3 1 A 9 0 0 8 D 8 4 4 E A 2 0 0 8 0 0 5 4 D 0 0 8 5
4 E D 0 0 1 E ( 8 4 4 E E 8 E 8 0 6 0 8 1 8 2 8 C C 3 1 A2 0 6 1 5 D 5 .3 3 2
/ D 0 2 4 8 C A 1 S F 7 A D 8 4 4 E 1 8 6 1 1 0 8 D 0 0 4 8 , 5 6 6 5

AT  1 1 7 0  D A T A  A 5 1 2 7 0 7 8 2 4 A 0 8 4 4 1 C 1 8 6 1 0 8 F A D 6 8
4 C 8 D 2 8 4 F AD 6 0 4 C 8 D 2 8 4 F 4 C F 5 3 8 E 6 C 3 2 0 E 7 3 2 6 8
3 4 2 8 2 5 2 5 2 6 1 F 3 4 2 5 1 2 3 2 2 F 3 2 2 9
1
3 3 3 4 , 4 1 4 1

FU  1 5 8 0  D A T A  1 F 2 4 3 2 3 5 2 7 0 0 3 0 3 5 3 3 2 8 2 5 3 2 1 F 2 2
2 C 2 1 2 3 2 8 2 0 2 1 2 1 2 C 2 5 1 2 1 F 2 0 1 1 5 3 2 2 4 2 5 3 2 2 5 1 7
1 F 3 8 3 2 2 F 3 3 3 4 2 1 3 4 3 5 3 4 2 5 1 F 8 0 0 6 1 0 , 1 1 1 4

U P 1 1 1 8  D A T A  1 C 2 8 3 1 2 3 2 F 1 2 3 2 2 5 2 3 3 4 A D 6 0 4 C F 0
O AC D 8 D 4 E D 8 0 5 0 5 5 0 8 0 3 7 4 5 6 0 4 5 8 D F AAAC 6 O D AS
OD 8 D O O D 2 8 0 8 1 D 2 6 0 0 9 5 .1 3 8 1 D 6 8 4 C A8 , 5 3 1 2

H K 2 0 8 0  D A T A  4 / 1 0 8 P 2 4 4 0 6 0 2 5 4 0 C 0 0 0 1 P 4 I I AA2 0 3
cAr E23480D2348cI l 1eat0o9A169D2348teeemo
Ec884cc83260A0e6s90e33l l 9114o69, 5 1 1 4

1404 2 0 1 0  D A T A  F 5 3 2 1 1 1 C 4 8 8 8 1 8 1 1 6 0 8 0 1 4 3 5 3 2 2 E
331o332r 2i c36252401ab9c4f0e33a584c984De
1 A 2 0 6 0 3 3 A 5 3 8 8 5 B E A 1 C 8 8 5 0 1 8 D 5 C 4 E , 4 9 8 5

DR 2 0 2 0  D A T A  A1 0 A8 D C 2 0 2 8 0 C 3 0 2 0 . 8 4 0 A2 0 0 6 D 4 0
1 3 5 1 0 0 4 6
,
7 1
,
0 0 4 7 E 8 C
8 E 0 8 8 D 0
U I c e D 0 D 8
t 8 A 5 8 1

C 1 7 8 F 8 0 7 F 6 0 E C 6 8 F 2 0 5 5 3 3 6 0 7 8 F 1 F 4 , 6 5 4 8
I N  7 0 3 8  D A T A  • E D F D E • S 7 1 A 5 8 E 0 D O 2 D 8 0 5 0 f 8 D 0 3

D0 6 8 4 5 8 8 AA1 D S 8 4 6 9 D 0 0 4 7 E 6 0 0 F 7 6 0 AE 1 1 0 4 E 8 0
5 1 4 E D 0 1 3 4 5 1 3 4 C 1 8 4 D 0 1 5 F E 5 1 4 E 8 0 5 7 , 6 1 6 3

NX 2 0 4 0  D A T A  3 4 8 5 C 0 8 0 6 0 3 4 8 5 8 E 2 0 8 0 3 3 2 0 7 0 3 4
209, 5332e553368AE984ff00453400c282410c302
15D4E346D8E4E6l le0na60693485ceme,5255

NZ 2 0 5 0  D A T A  0 0 6 5 1 4 8 5 C C 5 0 0 0 A 6 C 0 8 1 C 8 5 0 0 8 4 6
E AC 8 C C 8 E 4 E D 0 F 4 2 0 5 5 3 3 6 8 0 0 0 0 1 4 4 A2 A2 AAA0 E
OE F E F E 7 E I C I C I C I C 8 0 0 8 8 8 8 8 8 8 1 C 1 C , 4 1 3 4

UK 2 0 6 0  D A T A  1 C 1 C 1 C 2 2 2 2 4 1 4 1 4 1 4 1 4 1 2 2 2 2 1 C 0 8
0 8 0 0 0 0 3 8 5 4 7 C 2 C 1 0 1 A 5 F F F F F F F F F F F F E F E 7 C 1 8
0 8 0 0 0 8 0 8 7 E 5 A 7 E 2 E 2 C 1 8 1 C 7 4 5 6 5 2 A 0
o
3 1
1
4 4

I D  7 8 7 0  D A T A  A / 4 5 6 5 / 4 9 0 0 0 0 4 8 7 I F F 0 7 0 4 0 1 F E 0 7
pece7cmccool o492415c7r 3cr t2940e1e1e t 7 F
7 F 7 1 2 F 3 F I F I 1 O F 0 7 0 0 0 0 0 0 r C F C F C I F 8 , 4 1 ' 0

VS 2 0 8 8  D A T A  F 8 F 0 F 8 E 8 C 0 0 0 1 E C C 0 E 0 0 7 C 1 C 3 A 3 C
O0 1 2 1 4 1 4 1 3 0 5 0 3 0 7 8 8 0 8 D 0 1 E 0 O 1 E 8 8 8 8 0 0 0 8 0 0
7 C 7 C 6 4 7 C 3 0 C 8 3 0 0 0 0 0 0 0 C 1 3 3 D 8 3 3 E F . 3 7 6 7

F A 2 8 1 0  D A T A  3 3 8 3 1 4 1 6 1 4 1 8 3 4 1 E 3 4 2 5 1 4 A 5 8 4 3 8
( 5 8 E F 8 0 0 5 0 0 7 E 6 8 E E 6 8 E 4 C 5 F 1 4 C 6 BE C 6 8 E 4 5 1 3 3
3 8 E 5 C 8 F O O D 5 8 0 7 E 6 C 0 E 6 C 0 4 C A1 3 4 C 6 , 6 0 1 9

SD 2 1 0 0  D A T A  c 0 c 6 c 8 6 8 A F 5 0 4 F 8 D 9 1 4 1 0 0 1 5 A 5 8 4
D D E 4 3 4 0 0 2 C F E 1 1 4 E 0 0 6 8 1 4 8 5 1 3 E 2 0 6 0 1 3 2 0 E F 1 4
A 5 0 A 8 5 0 D A E / 0 4 E E 8 0 6 1
-
0 1 4 E 6 0 E E 6 0 E , 6 6 8 3

I X  2 1 1 0  D A T A  E 6 8 E 2 0 5 5 3 3 A E 1 0 4 L 8 0 1 7 1 4 C 5 0 1 F 0
076ec6tmcbiscccam4cDz34640080a85ect8ci9ec
8 5 8 2 2 8 F 8 3 4 C 6 8 2 D 0 1 5 6 8 A 0 0 A D 2 2 5 7 8 , 7 0 7 6

continued fi r
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CROOKED HOUSE
MZ 2 1 2 0  D A T A  1 8 6 / 4 4 8 5 C 8 4 C 9 5 3 3 2 0 6 0 3 3 A 9 0 1 8 D

1 9 4 E 2 8 3 6 3 5 8 5 8 E 2 0 F 8 3 4 2 0 3 5 3 5 8 5 B F A 9 4 7 8 A 8 D
3 3 2 0 0 8 3 4 A 9 4 6 8 D 8 D 3 3 2 8 5 5 3 3 A 5 8 D D 0 , 5 8 8 5

N J 2 1 3 0  D A T A  8 4 A 9 0 C 8 5 A D A D A D O A D 2 2 9 7 F 6 9 3 4 6 0
AD 9 A4 E D 0 1 AA5 1 1 4 C 9 7 C D 8 4 3 8 5 0 E 8 0 C 2 8 2 8 D C 3 0 2
A 9 1 1 8 5 C 0 E E 9 A 4 E A 9 F E 8 D A 4 3 5 A 5 0 E C 9 . 6 3 3 1

AM 2 1 4 0  D A TA  7810084C1080009FAOA4354101FC8DA4
35A107858DA50Z186O 01 , 41S 8S FM1861 . 8885810
-
E 6
C O 2 0 8 D 3 5 2 0 5 5 3 3 A9 l C 8 5 0 4 6 8 0 1 4 C 0 A2 , 6 0 8 3

KF  2 1 5 0  D A T A  8 8 8 D 2 D 3 4 9 9 8 0 4 6 8 D 1 5 3 4 9 9 0 0 4 F C B
E 8 E 0 AcD 0 E E 6 0 F E AD 9 1 1 4 E D e 1 f A5 8 4 C / 4 1 4 0 8 4 8 8 5
0 E 4 9 0 E 8 D C 2 0 2 8 D C 3 8 2 4 9 7 4 8 5 1 M 4 9 8 4 , 6 1 9 1

DC 2 1 6 0  D A T A  8 5 8 F A / 1 C 8 5 C 0 E E 9 8 4 E 2 0 C F 3 5 2 0 C F
3 5 A5 C 0 C 9 8 4 F 8 2 6 1 8 6 9 0 4 8 5 C 0 A4 C 8 4 2 8 8 0 0 0 0 3 6
9 / 8 0 4 6 8 D 1 1 3 5 9 9 8 0 4 7 C 8 E 8 E 0 1 1 D 0 E E , 5 9 6 2

AZ 2 1 7 0  DA1A 2655336961668666866666611161
,
66

F0r 561616161636 / 236626666F6166655F3501
0 0 8 8 0 8 0 0 8 0 2 8 8 8 4 2 A 8 8 8 I A I A B 6 5 A F 4 , 4 6 9 0

YZ  2 1 8 0  D A T A  5 8 E 0 A D 9 C 4 E D 0 3 4 A 5 0 4 C 9 8 8 D 0 3 8 8 0
/ C 4 E 2 0 6 1 1 3 6 A9 D A8 5 0 1 A.9 8 E 8 D C 7 0 2 A2 0 5 A9 0 A8 5
0 2 A D 0 A D 2 2 1 1 F 6 9 8 Z A 8 2 0 1 1 2 5 C 6 8 2 D 8 , 5 7 8 4

JX  2 1 9 0  D A T A  F 1 E 8 E 0 1 4 D O E 8 A 9 0 7 8 0 6 9 3 6 A E 6 9 3 6
F 8 8 8 A 1 8 C 9 D D 0 4 2 C E 6 / 3 6 6 0 0 P A Z I F A 9 8 0 9 0 8 0 4 2
C A 1 0 1 A 6 8 2 0 3 8 3 7 2 0 4 4 3 7 2 8 5 8 3 7 2 0 5 C , 5 2 4 0

OK 2 2 0 0  D A T A  3 1 0
,
0 9 0 0 A 2 0 4 8 6 C
I V D E 0 3 6 C a 1 0
F A A 0

• 4 AD 0 AD 2 2 9 8 7 3 8 E 9 8 3 9 0 F 6 AABD I F 0 3 6 D 8 F 0 8 9 0 0
3 7 / D r 0 3 6 8 8 1 0 E 7 A9 8 0 8 5 1 8 2 4 4 0 2 1 8 9 F 8 1 .6 3 8 /

AR 7 2 1 0  D A T A  3 6 8 D 3 7 3 7 2 0 D 8 3 6 7 0 F 6 2 4 2 0 E 2 3 6 2 0
0 8 3 6 E 8 2 0 F 6 2 4 2 0 E 2 3 6 2 0 8 8 3 6 E 8 E 8 2 0 F 0 2 4 2 0 E 2
3 6 E 6 1 1 2 A4 8 2 C 8 8 5 D AD 4 6 0 1 1 4 8 2 8 9 8 5 3 7 , 5 8 4 4

VIJ 2 2 2 0  D A T A  A A 6 0 1 M 3 7 3 7 A 0 0 5 0 D 0 4 3 7 0 1 8 8 / 1 C 8
C 8 9 1 C 8 C 8 9 1 c8 C 8 6 8 C O 2 0 0 I M 8 6 1 1 8 0 0 0 0 0 0 0 8 8 0 0
8 9 1 2 1 0 2 4 0 6 0 9 8 C 0 F 1 2 5 A 5 D 5 C 5 0 5 C 5 D . 4 4 4 8

KD 2 2 3 0  D A T A  5 8 5 0 5 C 5 8 5 C 5 D 5 8 5 D 5 C 5 8 5 C 5 0 5 D 5 8
5 0 5 6 5 C 5 A5 A5 D 5 C 5 C 5 1 1 5 C 5 4 5 A5 C 5 A5 8 5 A5 8 5 D 5 A
5 8 5 A5 C 5 8 5 C 5 D 0 0 4 2 8 6 8 D C O 3 7 / D D 0 4 2 , 4 6 1 9

LW 7 2 4 0  D A T A  C A I 0 F 7 5 0 4 2 0 5 A D D 2 3 7 9 D D 8 4 2 C A 1 0
1
,
7
6
,
8
4
1
2
0
6
8
A
D
9
3
7
/
D
E
0
4
2
C
A
1
8
A
7
6
8
A
2
0
6
1
1
8
8
3
7

9 D E 8 4 2 C A I O F 7 D 0 A D 9 E 4 E F O O 6 A 5 C I 1 0 , 6 7 2 5
I I  2 2 5 0  D A T A  • 3 C 6 C 1 6 8 ( 0 9 1 8 8 5 C I E E C A 3 7 2 0 6 A 1 6

AD C A3 7 C 9 0 1 1 8 1 8 C 9 0 2 1 8 2 5 C 9 8 3 F 0 2 F A9 0 0 8 D C A
3 7 2 0 5 C 3 7 1 1 9 3 C 8 D 8 0 4 2 8 D E 3 4 2 4 C 3 8 3 7 .5 5 8 0

SZ  2 2 6 0  D A T A  2 8 3 8 3 7 1 1 9 3 C 8 D E 3 4 2 8 8 E B4 2 4 C 4 4 3 7
2 0 4 4 3 7 4 9 3 C 8 8 8 3 4 2 8 0 E 8 4 2 4 C 5 8 3 7 2 0 5 8 3 7 A9 3 C
8 D D 3 4 2 8 A 0 8 4 2 4 C 5 C 3 7 0 8 A A 8 A 8 A 0 A 8 A , 5 0 8 7

PD 2 7 7 0  D A T A  8 AA4 8 1 1 1 9 6 A8 4 6 9 4 / 6 AA0 0 1 4 8 4 1 4 8 4
1 4 8 0 5 5 6 5 6 5 6 9 5 4 5 9 5 5 4 2 1 E A9 0 1 9 AC E 4 8 1 0 7 1 4 1 1
C A1 0 F 7 6 0 A2 0 7 AD AF 4 2 8 5 8 2 0 D 8 7 4 2 9 1 1 , 5 4 9 4

JR 2 2 8 0  D A T A  8 8 4 2 C A D 0 F 2 A 5 8 2 8 D 8 8 4 2 6 0 A 2 2 5 4 9
D 1 / 0 6 9 4 9 A/ 5 6 V D 1 1 9 4 9 C AI O F 3 A/ 5 2 8 5 1 1 1 4 2 8 AA0
1 3 4 C 5 E 2 5 0 1 2 0 F 0 D 3 4 3 8 2 8 4 4 3 8 V D A0 4 E .5 8 2 3

ND 2 2 9 0  D A T A  C 8 I O F 4 6 8 0 8 0 8 0 8 0 8 0 1 0 9 8 2 0 8 8 4 8 5
0 4 0 7 8 6 0 6 0 3 8 9 8 5 8 2 2 0 8 8 2 6 1 8 6 5 0 2 6 . 8 4 2 5 3 A 9 0 0
9 A D I M E C A I A F A A 9 4 8 8 5 0 2 A 2 O F 8 A 0 8 4 E . 4 8 8 7

EM  2 3 8 8  D A T A  C 5 0 2 F 0 2 E 6 A 1 0 E 6 C 6 0 2 0 5 8 2 D 0 E E A 9
1 8 8 5 8 2 A2 AF T M A0 4 E C S 8 P F AI I C AI O F 6 2 1 1 8 2 3 8 A8
1 1 5 D 0 4 E 8 8 F 7 A5 0 2 1 / 8 0 4 E C 6 8 2 0 5 0 7 0 0 , 7 5 5 5

U0 2 3 1 8  D A T A  E 0 6 0 2 8 5 8 3 8 4 C 6 7 3 8 2 8 0 2 3 8 4 8 3 5 F A •
1 5 0 4 E 9 0 F 8 6 9 D 0 4 E D 0 F 1 9 8 / AC 0 4 E AD A0 4 E / 9 0 0 4 E
6 O A D T I A D 2 2 9 7 1 3 0 E 9
1
2 C 9 0 F 6 2 9 7 8 6 0 1 1 1 9 ,
6 3 5 6

DU 2 3 2 0  D A T A  0 C 8 5 0 2 0 1 2 0 0 4 0 5 3 8 9 1 0 4 C C 5 8 2 F 0 8 3
8 8 D AF 6 9 8 9 1 0 8 0 4 EE6 1 1 2 E8 E0 1 0 D O E9 6 4 1 0 8 2 E0 F 7 4
6 8 6 9 6 ( 6 7 0 1 3 3 6 3 6 9 7 3 7 3 6 / . 7 2 7 3 0 2 2 8 . 5 8 5 2

0 0  2 3 3 0  D A T A  6 F O C 7 / 0 8 3 7 6 1 7 4 8 5 7 2 0 3 2 3 7 2 8 • 7 3
7 3 0 4 2 2 6 9 6 2 6 C 6 5 8 5 2 1 7 2 6 A 6 F 7 5 7 2 0 6 3 3 6 8 6 9 5 5
6 C 6 4 0 7 3 6 0 5 7 3 / 4 0 8 2 8 6 5 6 C 6 8 6 5 1 4 0 9 , 3 9 2 9

RP 2 3 4 0  D A T A  3 5 6 D 6 2 7 2 6 5 6 C 6 C 6 1 8 A 2 1 6 3 6 / 6 4 0 8
2 C 6 1 6 F 5 3 6 5 0 C 2 4 7 9 6 F 6 1 6 D 6 9 7 4 6 5 0 D 3 0 6 1 1 6 1 .6 8
0 0 6 8 6 5 7 9 0 E 3 2 6 5 6 4 0 0 6 8 6 5 7 9 0 F 2 2 6 C , 3 8 6 7

OP 2 3 5 8  D A T A  6 1 6 3 6 / 8 0 6 8 6 5 7 9 1 8 3 7 6 8 6 9 7 4 6 5 0 8
6 8 6 5 2 9 1 1 AD 6 0 4 C 2 9 0 4 D 0 2 1 2 0 5 6 3 C A5 1 1 3 C 9 2 C D 0
1 8 A 9 0 8 8 5 8 2 A 5 8 4 2 / F C C 9 4 8 F 0 1 3 C 9 1 8 , 5 8 7 6

VIT 2 3 6 0  D A T A  F 8 0 0 C / / 0 r 0 0 7 C 9 C 0 F 0 0 1 6 0 E 6 8 2 E 6
8 2 E 6 8 2 1 4 0 6 8 4 C 1 8 6 5 8 2 8 1 0 2 6 4 F AA8 D 2 / 4 1 1 5 D D 8 4 ,
8 5 8 2 2 8 E 2 3 1 A 0 8 4 0 2 D 8 8 1 A 5 8 8 8 5 / 1 7 A E . 6 0 2 6

G J 2 3 7 0  D A T A  2 7 4 F A D D A 4 E 8 5 8 0 4 5 0 2 5 D D 8 4 E 2 0 E 2
3 9 4 5 0 8 8 5 0 2 2 0 0 0 3 A A D 8 4 0 2 F 0 F 8 6 0 4 2 0 1 A 9 0 0 9 A
0 0 4 8 C 4 1 0 F A6 0 4 2 0 C A9 0 8 1 D 1 1 4 8 C A1 0 , 5 6 2 0

VS 2 3 8 0  D A T A  F 4 6 0 2 0 C C 3 9 A2 0 0 4 4 1 3 2 8 C 8 1 3 4 E C 8 8 C

8 C 4 1 A8 8 0 8 9 D D 3 8 C D 8 8 4 E F 0 0 3 C 8 D AF 5 C 8 1 1 9 AD 3 0
C D 8 C 4 E F 0 0 6 9 D 0 0 4 8 F 8 D 8 F 1 6 0 2 0 D 7 3 9 . 6 6 3 9

Z A 2 3 9 8  D A T A  A 2 1 1 4 C E 7 3 9 ( 0 2 6 1
-
4 9 0 0 9 0
0
1 0 4 E C A 1
8

F A2 8 8 0 3 0 2 8 C 8 2 3 2 0 3 F 3 C 2 0 6 0 3 3 8 D 1 E D 0 8 0 8 AD 0
8 D 0 6 O 8 A / 3 4 8 D C / 0 2 2 8 0 F 3 9 2 0 0 9 3 2 4 E , 4 9 8 9

OK 2 4 8 0  DATA 6 0 4 c 6 6 7 6 4 c 1 6 3 1 c 1
,
6 6 r e 1 1 7 9 1 6 6 6

1 D O D 7 0 4 C 3 0 E / 0 0 0 D 9 1 4 E 2 0 0 8 3 8 6 0 2 8 E 7 3 7 E E 9 E
4 E 2 0 7 5 3 6 2 0 0 8 2 7 0 D 1 F D 8 6 0 0 D / 8 4 C 3 8 , 5 0 1 4

I I I  2 4 1 0  D A T A  E V O U BD 9 0 4 E 2 8 E 7 3 7 6 8 2 0 C I F I D 2 1 0 8 1
2 4 2 0 7 F 2 3 A 9 0 1 8 5 C 9 2 0 F 6 7 3 2 0 6 E 3 C 2 8 3 7 2 6 2 0 6 0
2 A 2 0 2 2 2 8 2 0 8 0
-
3 8 2 0 2 5 3 8 2 8 4
D 3 8 2 0 9 8 , 3 8 9 9

YB 2 4 2 0  DATA 2 c 2 6 2 6 7 6 2 0 E 6 3 6 6 / 6 6 6 5 c 5 6 5 c 3 6 s
8 8 8 5 8 8 2 8 8 E 3 8 4 2 0 5 4 9 5 0 9 8 2 9 4 F C A1 0 1 8 2 1 1 2 6 2 9
2 0 1 5 3 A 2 0 9 8 3 0 2 8 7 8 2 4 2 0 9 8 3 D 2 0 7 0 2 4 , 4 4 8 5

KO 2 4 3 0  D A T A  2 8 9 8 3 0 2 0 E 8 2 9 A 9 1 3 8 5 8 C 2 0 5 8 2 9 2 8
8 8 2 9 C 6 0 C A 5 8 C 1 0 0
-
4 2 0 3 6 2 C 2 0 7 8 2 4 A 9
0 2 8 0 1 C 8 2

2 8 C 3 2 7 2 0 6 8 3 7 2 8 F 5 3 7 2 8 4 8 3 8 2 8 8 7 3 8 , 4 2 6 . 7
10U 2 4 4 0  DATA 2 6 6 ( 3 8 2 6 6 2 3 9 2 6 2 3 7 F2 e 6 4 2 1 2 6 9 A

3 2 2 8 1 3 3 1 2 8 C A3 0 2 0 6 2 2 E 2 8 8 A2 D 2 8 AC 3 C 2 0 1 0 8 2 D
2 8 E 1 2 E 2 0 8 8 2 0
-
2 0 4 C 2 F 2 0 4 1 5
3 1 A 5 C 3 D 0 , 3 5 8
2

MY 2 4 5 8  D A T A  8 1
-
2 0 5 9 2 1 2 0 4 1
3 1 2 0 6 A 3 8 2 8
7 8 2 4 4 C

0 4 3 A E 6 C 5 2 8 2 E 3 D 4 C 7 / 3 A 4 E / 0 4 E f 0 / 0 0 5 C / 8 8 9 1
4 E D 8 8 6 A 5 0 3 C 9 B A 1 0 6 3 A D 9 0 4 E 0 A A A 8 D , 5 2 3 9

C A 2 4 6 8  D A T A  6 D 3 6 8 D 6 D 3 8 E 8 0 D 6 D 3 8 8 0 6 E 3 0 4 C 6 D
3 3 6 A 3 3 6 D 3 3 6 A 3 3 6 A 3 3 A 4 3 4 A 4 3 4 A 4 3 4 0 8 I 5 3 E 1 5
A 5 3 5 2 2 3 6 0 7 3 3 A E 9 1 4 E 1 8 3 1 8 8 9 F 4 E C 5 , 4 7 0 3

FM  2 4 7 0  D A T A  8 8 1 5 8 2 AA5 8 4 2 9 1 8 C 9 7 8 D 8 2 2 A5 8 3 2 5
F C C 9 7 0 D 0 1 A A / 0 1 8 5 C 8 A E 6 8 4 c 4 9 0 0 9 8 7 0 4 C A 2 2 5
9 D 6 9 4 9 1 D 8 9 4 9 9 D E 1 4 9 C A 1 8 F 4 6 8 A D 6 8 . 6 4 2 8

F A 2 4 8 8  D A T A  4 C 2 9 0 4 1 F 0 7 9 A 0 0 4 0 8 2 9 8 8 1
-
0 0 A 4 8 C 7

0 2 C 9 3 4 F 8 1 6 4 C A D 3 8 A D O C D 0 2
.
9 8 C F 0 6 1 A E 9 8 4 E F A
sc666341c566163866666, 626419671. 5656

RN 2 4 9 8  D A T A  4 F 2 8 8 1 3 D 2 0 E 0 3 C 2 1 1 5 5 2 7 AD 8 4 0 7 0 0
F 6 A5 0 0 8 D 9 0 4 E E 6 8 0 A5 8 0 C 5 C 2 A0 0 6 A9 0 0 8 5 1 1 0 E 6
C 5 2 0 2 6 2 9 2 0 1 5 3 1 1 6 0 4 F 6 8 4 C A1 8 0 9 8 7 8 . 5 4 5 1

AN  2 5 0 0  D A T A  4 C O D 9 0 4 1 2 0 8 E 3 D A 9 8 1 8 5 C 8 A 9 4 8 8 D
0 5 8 2 2 0 6 0 3 3 2 8 6 A3 6 0 0 9 3 4 8 0 C 7 0 2 0 D 1 E 8 8 6 0 0 1 5 8 8
1 8 6 9 1 1 8 D 2 7 4 8 A6 BO BD 5 0 3 C 8 D C 0 0 2 6 0 , 5 2 4 0

AS 2 5 1 8  D A T A  7 1 1 C O 5 8 3 8 0 8 1 AA2 0 7 0 0 6 6 3 C C 5 8 4 F 8
0 4 C AT 0 F 6 6 0 4 C C C 3 9 4 6 4 C 6 E 7 4 9 6 9 C 0 E C 4 2 0 E 8 2 3
A2 0 9 AD A7 3 C 9 D 0 4 4 8 C A1 8 F 7 D O 0 F 4 D 7 8 . 5 6 9 8

6 X 2 5 2 0  D A T A  0 2 C / 9 F F 0 1 7 E 6 C 2 A5 C 2 C 9 0 7 D 0 8 4 4 6 /
8 1 8 5 C 2 1 8 6 9 1 0 8 D 0 2 4 0 A9 0 4 2 0 7 8 2 4 AD 8 4 0 1 D O D D
6 8 3 0 6 C 6 1 7 9 6 5 7 2 8 8 7 3 8 9 1 F AD 4 3 4 F D 0 , 5 0 1 1
0KM  2 5 3 8  D A T A  8 1 A D 3 9 4 F C 9 7 8 D 0 0 2 E 6 C 4 A D 4 3 4 F 0 D
3 9 4 1 0 0 1 0 A 6 6 8 4 C 2 9 0 4 D 0 0 6 A D 6 8 4 C 8 0 2 8 4 F 4 C E 9
J 0 6 0 A 9 0 3 0 0 4 3 4 F A 9 0 0 8 D 1 9 4 F 8 5 C 4 6 8 , 4 9 / 1

(ha 2 5 4 8  D A T A  A 9 3 C 8 5 C 6 4 5 C 6 f 0 4 5 2 9 0 1 D 0 1 9 4 9 3 C
3 0 E 5 C 6 8 0 8 6 D 2 6 9 0 1 8 D O 4 D 2 A5 C 6 4 4 4 4 1 8 6 9 6 8 8 0
0 7 D 2 D 0 2 3 A 5 C 6 0 4 0 4 8 5 8 2 A 9 F 0 3 0 E 5 0 2 , 5 9 4 0

AP 2 5 5 8  D A T A  8 1 ) 0 6 0 2 6 9 0 F 8 D 0 4 0 7 4 5 C 6 4 A 4 A 1 8 6 9
A0 8 D 8 7 D 2 8 0 0 5 D 2 2 0 8 8 2 7 C 6 C 8 4 C E 4 3 C 6 0 A4 C 5 A9
1 8 8 A2 3 4 8 2 8 C 8 3 2 2 0 8 3 3 8 4 8 8 4 0 2 1 0 8 F 8 , 5 5 6 3

GU 2 5 6 0  D A T A  4 C 2 9 3 A A 5 C 1 1
,
8 3 0 A 5 C 7 2 / 0 F 8 5 C 7 C 6

C 7 1 0 0 1 6 8 A9 A6 8 D 0 5 D 2 8 0 0 7 D 7 A5 C A2 9 0 1 8 5 C A2 9
0 3 AABD 7 8 3 D 8 D O 4 D 2 A5 C A4 A4 A4 AAA0 0 , 6 8 8 9

F A 2 5 1 0  D A T A  7 C 3 D A D O 6 D 2 E 6 C 4 6 0 5 1 4 4 4 8 4 4 8 0 9 0
A5 C 8 F 0 1 1 8 C / 1 0 F 0 0 8 0 A0 A8 D 8 4 D 2 E 6 C O 5 S A9 0 0 8 5
C 1 8 0 0 7 D 2 8 D 8 5 D 2 8 5 C 8 6 0 A9 8 2 1 1 D 1 C 8 2 .5 6 0 6

WC 2 5 8 0  D A T A  2 0 C 3 2 7 2 0 4 8 3 8 2 0 0 E 3 8 2 0 8 7 3 8 2 0 6 2
3 9 2 0 1 6 2 C 6 8 , 6 8 3 C A9 0 0 8 D O I D 2 8 C 0 O D 2 O C I AD 0 2 0
8 8 2 7 8 8 0 8 F 4 4 9 0 0 8 0 0 8 0 2 8 D 0 1 D 2 6 0 A 0 , 4 7 9 3

ZIT 2 5 9 0  D A T A  1 1 4 / 8 8 9 9 8 0 0 0 8 8 1 8 F 4 A 9 4 0 0 5 C C A 9
0 0 8 5 C BA8 A9 0 0 9 1 C BC 8 D 0 F 9 E 6 C C A5 C C C / 5 0 D 8 F 1

6 0 0 8 8 0 0 0 0 0 8 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 , 4 9 / 1
•

•C S 1  R E M
1C 2  R E M  A  L O A D  A N D  P U N  R O U T I N E  F O R  I t
HO 3  R E M  U  C R O O K E D  H O U S E
SF  4  R E M  U
PT  S  R E M  U  N E W  A T A R I  U S E R  -  J U N .  1 9 9 3  A
CX 6  REM mul ttmm•ttmuntsm•mmunnannsi mman
AY 1 0  R E M
C Z 7 0  O P E N  n 1 , 4 , 4 1 , . * D : C R O O K E D . 0 8 J .
AC 3 0  P O K E  8 5 0 , 7 : P A K E  8 5 7 , 0 : P A K E  8 5 3 , 3 2 : A

AKE 8 5 6 . 2 5 5 : A A K E  8 5 7 , 2 5 5
SN 4 8  X 7 . U S R C A D R C "6 6 "M L U M “) , 1 6 )
BO 5 0  C L O S E  U I : X = U S R ( 8 2 3 2 )
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YO, HO, HO
KEEP THE PIRATES ALL AT SEA

It was interesting to find amongst
this latest batch o f mail a number
o f comments on the subject o f
pirating software. I won't make
any comment. let our readers
speak Pr  themselves.

Mart in Heswick  f rom Leeds wrote:
"I have been an Atari user for nearly  10

years and s tarted out  wit h an old 800
and 410 tape deck. At  that  t ime (1983/4)
plenty  of  software did exist. but  at £30 to
1.010 each (even for one cassette), whils t
games for Spec t rum,  etc. were only  a
fiver. Games  for a I 4-y ear old boy were a
rare occurrence. A couple of years later I
acquired a 800XL.  1050 drive and a large
number  of new contacts wit h the same
equipment .  Af ter years of  being in the
game wilderness  I was  presented wit h a
chance to get all the games that  I ever
wanted,  plus  items f rom America that  I
had never heard of, f or the cost of  a few
blank  disks. Alt er a few months .  my  col
lect ion grew to several hundred t it les.
and I was  get t ing about  5 new games
every mont h unt i l  about  1988.  Then t he'
sof tware market  totally  dried up.  No new
games were being writ t en in this  count ry ,
and v irtually  none in any  other_ At  the
t ime I was furious  wit h the sof tware pub-
lishers, b laming them for being 'ant i-
Atari'  and 'pro-Commodore'  and I also
accused the c omput er media of  the same
crime.
By now I had bought  one full-price game

and owned over 300 copied programs.
Around this  t ime I had chance meet ing
wit h one of  the direc tors  of  English Soft-
ware, the biggest UK company  that  pro
duced Atari games. I c omplained that
there was no new sof tware being pro-
duced,  and how his  company  had aban
cloned t he Atari,  but  when he asked me
how many  English Sof tware originals  I
owned compared to copies. I s hut  up
quickly.  I  realised that  I, my  f riends wit h
Maris ,  and thousands  like us had been
the cause of  the death of  the Atari 8-bit .
My Atari gathered dust  for a k w years
unt i l  I recent ly  discovered the mail  order
companies  in 'New Atari User',  and now
the only  sof tware I use (or need to use)
are originals  and I feel bet ter about  this .
But  when I t ry  to unders tand why  people
pirated sof tware in such large amounts ,  I
can see a reason.

Ten years ago. a copy of  'War in Russia*
(SS!) cost £45.  Could any Atari user hon-
estly say that  they would today pay
almos t  £90 (equivalent  price) for this
game or any other? When there is the
opt ion of  a free hacked game instead of
an original that  costs half  a weeks wages.
then the choice is obvious. The ques t ion
of  who to blame for this  is less obvious.
The Atari 8-bit  sof tware market  was  k il-
led of f  by the sheer number  of  pirates,
but  the pirates themselves were created
because of the ridiculous  prices of  the
sof tware in the early  80s. As a consequ-
ence, when prices came down to a
reasonable level. the pirates  were st ill
there, arid the games collectors (like me)
look any t hing on offer f rom them.
So, who can we blame? The sof tware

companies  (Inc luding Atari) for selling
software at a price that  discouraged the
buy ing of originals? The pirates  that
made sure that  almos t  no-one bought  the
originals? Or the users who encouraged
the pirates to exist in the numbers  that
they did? You decide, I can't . "

Next f rom Richard Carter.  in Bergerac
country  'Jersey .  Channel Is lands:
"Can I say to people that  i f  they love

their Atari Classic  then they should not .
on princ iple,  pirate any sof tware - and
who hasn't  at some t ime or other copied
a c omput er or mus ic  tape? Maybe if  sup-
pliers  make some money  for their hard
work  the Atari Classic wil l  keep going?
Maybe even long enough that  (some
hope) the Atari bosses will realise what  a
mis take they made ax ing the best c om-
put er ever made.  I can say this  even
though I own an Amiga.  Have you t ried
Amiga BASIC? if  you have, you' ll apprec i-
ate how good Atari BASIC is. especially
the Edi t or r

Now we have some comrnents f rom -
apirate who has woken up":
"Piracy on the Atari has been here since

day one and wil l  always be here, of  that I
have no doubt .  The only  people who can
c urb piracy is the pirates  themselves.
Derek fern's  threats  regarding FAST
(issue 60) are laughable because I hon-
estly can't  see FAST being bothered wit h
one person pirat ing sof tware for the Atari
8-bit  when they have t heir eye on a ware-
house pirat ing and selling software as
originals .  To all t rue Atari 8-bit ters  I say
this: t he sof tware produced and sold
nowadays  is writ t en by dedicated Atari
8-bit ters  like yourselves. Do you t hink  it

is fair that  all t heir toils  should go fi nan-
c ially  unrewarded because everyone has
pirated the sof tware and hardly  anyone
has bought  it ? I mean.  Atari 8-bit  soft-
ware sales are hardly  going to make any-
one rich,  are they? They writ e the soft-
ware out  of  a love for their computer and,
of  course, for a bit  of  money.
I can't  unders t and sof tware producers

at all.  For example Tiger Developments '
disks have no protect ion at all!  Wake up
Neil!  You are mak ing it so easy for copies
to be made and given to friends. Also
disks like The  Last Guardian'  and -
r a g a -Ion' - completely  unprotected.  Any  disk
copier f rom the Public  Domain would be
able to copy them.  There is good news
t hough - the European Atarians  seem to
excel in sof tware protec t ion and disks
like the Mega-Mags  and 'Operat ion Blood'
have some excellent protec t ion that  can't
be copied by Happy  or Lazer drives. This
should certainly  stop piracy  in its  t racks
and so is  great news.
As a fi nal note I say to all TRUE Ma-

dans:  please DO NOT pirate any new
sof tware produced - it  is  not f air on the
authors ,  the publishers  and the people
who DO NT pirate games!"

Also on the subject of  piracy. Stuart  Ma
-ray  who produces F11711RA disk  may

rrtade these COMMentS in a recent let ter to
rue:
"I've Just had to spend two hours  updat -

ing FUTURA 4 because 'OMidor'  is in tact
a German commerc ial release which was
"cracked by (a pirate)".  I t hought  it  was
PD - wr i t t en by Peter Sabbath of ABBUC
PD - I didn' t  not ice the pirate's  message
on the t it le screen. From now on I ' ll be
ex amining ALI, t it le screens and .DOC
files closely. I was  planning to inc lude a
great game called 'Race' on FUTURA 7
unt i l  I not iced the inf amous  "De-protec-
ted by  ..." message on the t it le screen."

Well, we can't change the past. but
we can shape the future.
I f  we want the Atari Classic to stir •

v im with new software (albeit in li-
mited volume), we must support the
producers o f  any new software by
purchasing originals; don't expect
fancy packaging - just good usable
software at a reasonable price!

Al l an  J. P al m er
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Xl./XE SOFTWARE
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y our 8 bit  mac hine? Yes, of  course! But  what  k ind of
sof tware? I have often wondered what  are the essent ial

ut ilit ies  on the XL/ XE.  Some of  the programs  I have selected
really  give our computer huge power.  A power I never t hought
was possible to have! Let 's discover how great is  the world of
ATARI, as it  relates to ut ilit ies ,  poss ibly  the most  interes t ing
pieces of software.

STARTING WITH DOS
As you probably  k now f rom the fi rst  t ime you got a disk  drive.

the most import ant  piece of  software is a Dis k  Operat ing
System to enable you to manipulat e disks. For this  most
import ant  lob, t he most  powerful DOS is. wi t hout  any contest,
S P A RTA DO S  f rom 1CD whic h allows  you to format  any disk
15 1/ 4 or 3 1 / 2  inches) in any  density  (single, medium,  double.
double sided double density.  hard drive) and also supports
high speed t ransfer,  even between disks of  dif ferent formats
(this supposes you have a hardware enhanced drive - Happy ,
EYT duplicator,  US doubler etc.).
The other DOS to be rec ommended is S UP E RDO S  5 . 0  f rom

Technical Support  whic h was  produced in 1988.  I t  does the
same work  as SPARTADOS. that  is  to say that  it  also supports
the special )0%55 I f ormat ,  but  it  also inc ludes  a special auto-
run loader for this  special 360K disk  drive. According to my
knowledge, t his  is the only  sof tware of fering this  poss ibility .

Af ter a while,  you wil l  realise that  you need a disk  copier.
However, you wil l  not ice that  mos t  of  them don' t  copy every
density  or, perhaps,  support  only  one disk  drive. According to
my  experience in this  field. I highly  rec ommend US S E CTO R
CO P Y  4 or MY CO P Y R 2. 1  (see the PAGE 6 Public  Domain
Library) whic h automat ically  detect the dens ity  of the source
disk,  read and writ e in high speed if  you have a special
enhanced drive, and then format  t he des t inat ion drive in the
required density.  Most  import ant  of  all. they detect the number
of drives that  you have and display  the progress of the copy on
the screen by a mov ing bar (for US COPY 4) l ike in those well
k nown ST copiers. As if  this wasn't  enough,  they also use the

18 I s s u e  62 - New Atari User

COPYING DISKS

Patrice Robert still enjoys
playing golf but this issue
turns his attention to more
serious matters

extra ram that  you have up to 256K.  so s upport ing the 130XE
ram disk  and the Rambo XL. Wit h these copiers you can copy
a s ingle disk  in one pass wit h a 130XE in some seconds.

TRANSFERRING TAPES
Look ing at y our tapes, you wi l l  need a tape-disk  t ransfer

program.  For this  job, don' t  search for weeks and weeks. jus t
buy  T R A N S D I S K  4  produced in 1988 by Digicom and now
available f rom PAGE 6. I mus t  admit  t hat  wi t h this  sof tware all
the tapes t have t ried to duplicate to disk  have worked well and
every t rans fer has been successful.

MAKING BOOT DISKS
If you have a large number  of  files on your disks, you might

want  to fi nd an easy way to select and aut orun y our chosen
program.  I solved the problem in two ways. The fi rst is  by
us ing a program called NDO S  A U T O R U N  or NDO S  CON-
V E R T E R  whic h enable you to boot  every fi le wit h a ".con
extender fi lename.  You wi l l  probably  say that  every dedicated
aut orun can do it but  the great advantage of  this one is that
you can writ e the whole name of  the fi le, not  being obliged to
reduce it  to 8 characters.  In addit ion the aut orun doesn't  take
up any room on y our disk! That  means  that  if  your disk is f ull
of  files giv ing you 0 free sectors when ask ing for a directory.
NDOS will s t ill writ e the au t omn on the disk  so that  the
presentat ion page appears  on screen when boot ing with full
names for all games or ut ilit ies .
The second ut i l i t y  I of ten use is called S P E E D S T A R T

I N I T I A L I Z E R  version 2 or 3, as it  allows  you to boot not  only
.corn" fi les, but  also binary  and Basic  fi les and it  support s

single. medium and also double density  disks if  you are us ing
an XF55 I drive.  Moreover,  t his  program can make high speed
boot disks  if  you have an enhanced drive and it  also allows  a
normal  drive to boot  in high speed prov ided the aut orun has
been writ t en by an enhanced drive. Really  great!

1



NORTH OF SCOTLAND ATARI USER GROUP

FUTURA
THE BI•MONTHLY DISK MAGAZINE FOR YOUR ATARI 8-BIT

ISSUE 7  - O U T  N O W
ISSUE 8  - O U T  1st  J U LY

Price: DISK C1•95 each (E11.00 for 6 issue subscription)
CASSETTEPRINTED COPY E3.95 each

Back issue disks 1-6 available tor only E1•50 each or E6 for all 6
All pr ices i ncl ude UK p&p,  Inter national  p&p extra

NOSAUG PD
THE NOSAUG ATARI 8-BIT PUBLIC DOMAIN LIBRARY

Over 100 double-sided disks of the highest quality from only c.'1 each
e,g,TURBO BASIC POWER M . A . G . I . C .  DISKS

THE BEST OF ANTIC A M P L I F Y I N G  ANTICS
TETRIS TERROR T R A V E L L E R S  I 2
INSIDE INFO DISK MAGS N O S A U G  EDUCATION
THE NOSAUG CASINO P A N T H E O N S U P E R B P A I N T

Full details and listings available on FUTURA 7 or by SAE
Only the VERY best PD makes it onto a NOSAUG PD disk

Give yourself and your 8-bit a treat and send now io:
S.J. Murray, NOSAUG. 71 Walker Road. Tarry. Aberdeen, AB1 3DL, Scotland

IPlease make cheques PO's payable to S J Murray)

AN ATARI 8-BIT USER GROUP

JUST FOR FUN!
Now, for the fun of it, and because it really needs to be seen

on your  XL. have a look. or  I should rather  say have a hear, at
S . A. M the Software Automatic Mouth from Don't Ask software
produced in 1982 which gives a tongue to your computer. I
wonder if the people who made SAM could make us a speaking
DOS? It would be funny to hear  our  XL saying "I'm formatting
your disk in drive I
-
,  
w o u l d n ' t  
i t ?  
I f  
y o u  
l i k
e  
t h
e  
s y n t
h e t i
c

voice, you probably might like to look at a picture and voice
digitizer also such as E AS Y  S CAN 2  from Innovative Con-
cepts in 1989 and DI G I - V O I CE .  the audio processing system.
from Gemini  software in 1984.  i f you need to draw some
pictures. use T E C H N I C O L O U R  D R E A M S  which was pro•
duced in 1986 from Red Rat software, I never saw more
beauti ful  pictures on my XL as this program can produce.

TWO IN ONE?
The following title made me rather sceptical when I heard of

it. S NAP S HO T gives you the possibility to have two compu-
ters in onel I have to give an explanation I suppose, This little
program from Torn Hunt  offers you the rare satisfaction of
configuring your XE or your  extended XL in two parts so that
you can load two different programs into memory which for
this purpose is divided into two parts. The swap between the
programs is made by pushing the shiff+control+ I key. I
couldn't believe it unti l  I saw it!

IT'S BACK

THE YORKY 256k
MGM MEMORY UPGRADE

This upgrade simply plugs into the parallel Bus sock-
et on the back of your KlKIXL or 64k upgraded 600XI,
to give you 256k o f  bank switched memory. The
YORKY comes with a printed manual and a disk full
of support software

PRICE: Only £50 plus E2 p&p

STOCKS ARE VERY LIMITED
AND OFFERED ON A FIRST COME BASIS

Send cheques/PO's or enquiries to:
RICHARD GOR E, 79, Sprotborough Road,
Sprotborough, Doncaster, DN5 8BW

Alternatively telephone (0302) 784642 weekends only
please to reserve one or to make any enquiries

Fur t he r  deta i l s :  Com pa t i b l e  w i th m o s t  1 3 0 X E
sof twar e ,  s w i t c ha bl e  be t w e e n  s t a nda r d  XL. a n d
e x t e n d e d  ope r a t i on m o d e s

GETTING MORE SERIOUS
For the more serious work everybody owning a computer

must have looked for a word processor. I highly recommend to
you. F I RS T  X L E N T  W O R D  P RO CE S S O R as ii uses the
extra available rant of your XE. however.  A T A R I W R I T E R  +
also gives good support as it includes spelling checker. mail-
merge database. alphabetise feature. telecommunications and
user definable pr inter  drivers. For  the all in one package only
Iwo have the right to be mentioned here. I speak of HO ME -
P AK from Batteries Included In 1985 which include a word
processing program called Hometext,  a database called Home-
find and a communication program called Hometenn.  The
other one well known to every interested 8-bit owner  is of
course MI NI  O FF I CE  2 from Database software in 1987 (now
available from PAGE 61 as it includes word processor, spread-
sheet, database, graphics. label pr inter  and communications_

FAREWELL
I hope that this summary of much needed utilities will in-

terest some of the 8-bi t readers as it look me years (and money
also) to get the most powerful  programs for my XL/ XE.  i f you
want to speak of your experience with utilities or something
else relating to our  computer.  why not write to me?

Pat rice ROBERT. 7.  bd Marcel  Pourtout ,
9 2 5 0 0  Rueil Malmaison , FRANCE

New Atari User • Issue 67 1 9



TheCLASSIC PDZONE
DR. WHO

PAPER PLANES
UTTER LUNACY.

Welcome to the Classic PD Zone! With in  th is new cohuntt
I wil l  take you on a journey through the wo n d e r
-
I n t  w o r l d
o f Atari 8 bit public domain software. As new commer-
cia l releases have slowed up. the PO sector has ro lled up
its sleeves and taken control o f  the 8-bit so f tware  scene.
Many o f  today's PD tit les could quite easily have been
re le a sM commercia lly. The Classic Pt) Zone wil l  offer
you an insight in to th is ever-growing wo rld  o f  Atari 8
-
b i t
PD software. Th is t ime I give you a mixed may o f  PD
goodies...

THE COMPLETE
Dr. Who

If you're a devoted fan of  Dr. Who or jus t  an occasional
viewer. The Complete Dr.  Who wil l  be of interest to you. The
current  repeats on BBC2 and the video re-release of  the ent ire
series has brought  Dr.  Who back into the public  eve. I was a
fan of  the series and booted this  disk  wit h great ant ic ipat ion.  I
was not disappointed.
' 'he Complete Dr.  Who disk  consists of  five text t iles whic h

you can read or print ,  and an arcade adventure game. You arc
greeted wit h a menu of fering six opt ions:  The Game: Cast  and
Episodes: Bibliography :  Who is Who?;  Behind the Scenes: and
Knit  a Scan'. I dec ided to leave the game unt i l  last as I wanted
to create an atmosphere before play ing it.
Cast and Episodes gives you a vast amount  of  informat ion on

the actors, script  editors  and producers  of the Dr.  Who series
as well as a complete lis t ing of  all the episodes f rom the 25
seasons. This  brought  back many  fond memories  for me - I 'd
forgotten all about  old K-9.  It also reminded me of my favourite
episodes: Robots  of  Death and The Five Doctors.
Wit hin the Bibliography  there are details  of almost  forty Dr.

Who books. These arc not  the books of  the series - they are
independent  Dr.  Who related publicat ions .  Some of  them
sound most  obscure.  e.g. The  Doc tor Who Cookbook '
the Tardis ' and The Doc tor Who Pat tern Book'.  (Why  was there
never an Atari 8-bit  cookbook?)
Who is Who? is a very interes t ing art ic le whic h at tempts  to

prove that the Doc tor and the Mas ter (his enemy) are the same
person. It also deals wit h the complex it ies  of  t ime travel.
Although it  was  a most interes t ing read. I 'm s t ill not  convinced
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Classic PD Zone Rati ng  : 75%

that  they are the same person. I ' ll leave you to make up your
own mind.
Behind the Scenes is an detailed account  of  the fi nal Dr.  Who

season (#25). I t  gives examples  of  accidental explos ions On the
set, changes to the original script  and scenes that  were cut.
The fi nal text t ile is Kni t  a Scarf. You are given full details  on

how to knit  t he 1980 Season scarf.
Af ter reading all five text fl ies I was ready to play the game,

Dr.  Who Adventure is an arcade adventure game writ t en in
BASIC (it  takes three minut es  to init ialise).  I t  was  leatured as
the disk  bonus  on Page 6 issue disk #44.  The main menu gives
you f our opt ions:  Scenario:  Play the Game: Solut ion:  and Alter
Program.

began by reading the scenario. You play  the Doctor himself .
You are t rapped on the planet  Zog because the Mas ter has
rendered the Tardis  useless by s tealing the Time Drive Unit .  To
escape you mus t  locate the Time Drive Unit  wi t hin one hour.
However,  there are many  objects to collect and dangers  to
avoid.

Dr. Who  Adventure wil l  certainly  not  win any  awards  for
graphics.  It is  typical of  many  arcade adventures  writ t en in
BASIC - s ingle colour objects. jerky  animat ion.  etc. The sound
Is also limited to the occasional c lick or hiss. I n fact, I usually
don't  enjoy this  type of  game. However.  for some reason I quite
enjoyed Dr.  Who Adventure.  I t h ink  it  was  because I'd created
a c ompliment ary  atmosphere by reading all the text fl ies fi rst.
If you give it  a chance you' ll discover that  the actual game
content  of  Dr. Who Adventure is quite detailed and well put
together.
If you fi nd Dr.  Who Adventure too diffi cult  to complete.  there

is a full solut ion inc luded.  You can also alter the program if
you wish.

Overall.  I t horoughly  enjoyed The Complete Dr.  Who.  The text
t iles are ext remely  interes t ing and defi nitely  wort h the purch-
ase of  the disk  alone. Dr.  Who Adventure is an average arcade
adventure whic h c ompliment s  the text. Even wit h its mediocre
graphics  and sound I f ound myself  bat t ling t hrough the High
Priest 's Temple and the Dalek  Room at t empt ing to complete
the game. However.  I feel it  might  have been a bet ter idea to
inc lude a Dr.  Who text adventure instead of  the arcade ver
skin. Even so, I heart ily  recommend The Complete Doctor Who
to all fans of  the series.



U.S. PAPER PLANE
(PAPER AIRPLANE MAKER)

After my Dr .  Who session I decided to try something a little
different. U.S.  Paper Plane helps you to construct paper  air-
planes. You also need an 80-column printer  to pr int the
designs.
There are 5 paper  airplane designs on Side A of the disk. After

a quick browse through all the designs I decided to construct
the XXI  design. After  it was loaded from disk and displayed on
the screen I pressed •P' to print it. The XXI  design was
successfully dumped to my Citizen I201)+,  At this point,  it
doesn't look anything like an airplane. Next. I pressed 'ESC to
select the folding instructions. This is where everything begins
to take shape. You are given full step-by-step instructions on
how to fold your  chosen design. This is accomplished by a
series of graphical representations of each stage of the folding
process. The part to be folded is shown on the screen in br ight
yellow. The process is very simple to follow and before long
had completed my XXI .  I found it easier to use staples to hold
everything together instead of papercl ips (al though a paper-
clip is essential for nose weight). After the graphical folding
Instructions you are given brief text instructions to make sure
that you didn't miss anything.
On Side B of the disk you will find another  3 airplane designs

and an art program called PolyPaint which is written in BASIC.
It features many of the standard art functions (rectangle,
circle. etc.) as well as a text function which allows you to place
text anywhere on the screen. Wi th PolyPaint you can design
your  own paper  airplanes. My engineering skills did not
stretch to a full design but I did enjoy experimenting with
PolyPaint.
To sum up.  U.S. Paper Plane is a gem of a program. I t is very

simple to use and produces excellent results. My XXI  hangs
from the shelf above my computer  desk and attracts the
attention of everyone who enters the room. "But does it fly?.
hear you ask. It goes like a dream!

Classic PD Zone Rati ng  : 85%

LUNACY
Now it's time for some serious fun.  Lunacy is a clone of the

game Tetris. For  those who haven't heard of Tetris, g i v e  a
brief description of the gameplay. You control various shapes
which fall from the top of the screen. You must fit these shapes
together at the bottom to create complete horizontal lines.
After completing a line it will disappear and the remaining
shapes fall by one line. The game ends when you no longer
have space for new shapes.
The Atari Classic has a wealth of PD Tetris clones. These

Include Tetrix, Atartris, Fortress, etc. The first one I played was
Hot Blocks (Page 6 issue disk #46). So what makes Lunacy
stand out from the rest? Let's take a look...
When you boot Lunacy you are greeted with the following

message: "Surgeon General's Warning: Extensive Research
Has Consistently Proven That Playing Lunacy Will Result In
Addiction". A nice touch.  Next,  you are asked to select between
three different background tunes. All three are quite good. You
are then greeted by the main menu.  Here you can select the
starting level and line (the higher the line the less space for
pieces). Press fire and you're off.
In the middle of the screen there is a large black rectangle

this is the main play area within which you must fit all the
pieces. To the t o p
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bottom your  score and number  of lines completed.
As with all Tetris clones, the gameplay is extremely addictive.

It is one of those "Just one more go" games. Control  over the
pieces in Lunacy is excellent (this is important on later levels).
The graphics are very colourful with each piece having its own
colour combination. The sound consists entirely of the back-
ground tune and this can be switched off and on by pressing
'S'

found Lunacy to be an excellent implementation of Tetris. In
fact, it is probably my favourite (along with Tetrix). I really
enjoyed all the little extras such as the boot-up message,
selectable background music. highseore table and the way the
lines disappear to the side dur ing gameplay. You can also
create your own background music if you own Pokey Player
In fact. Lunacy could quite easily have been commerrially
released.

Classic PD Zone Rati ng  : 80%

See-ya!
Well, we' v e reached the end of  our first t rip into the world of

Atari 8-bit  public  domain.  Programs such as those ment ioned
above show the power of  the Atari Classic. Next t ime. I ' ll be
rev iewing another mixed bag of t ' ! )  goodies. inc luding Pixel
Art is t  Deluxe. The Atari Classic goes marching on!

Th is  issues  rev iews  are
DS  #26 - P AP E R AI RP LANE  MAKE R
D I S K  # 1 7 8  T H E  CO MP LE TE  DR.  W H O
D I S K  # 1 7 9  - LUNACY

with Stuart Murray as your guide
New Atari User - Issue 62 2 1



XIM PROGRAMMING

COLOR REGISTER LOCATION GRAPHICS NO

1 0 (708) 3,4,5,6 and 7
2 1 (709) 3,5 and 7
3 2 (710) 3,5 and 7
0 4 (712) 3,4,5,6 and 7

Some Basic Notes on 111
GRAPHICSAnn O'Driscoll continues

her guide to the various
graphics modes so you
can begin to write your
own programs

DRAWING IN
GRAPHICS 3 TO 7

The lis t ing here is a s imple program used to show what
Graphics  3 to 7 are all about .  These are the drawing or "map"
modes: I f  you t ry  to print  a let ter on one of  these screens you'll
produce a coloured square instead, wi t h t ha size of  the square
dependant  on the mode you are in.

AVAILABLE COLOURS
In Graphics  3 to 7, the COLOR c ommand is used to pick  the

colour register. Regis ter 4 (memory  locat ion 712) is used for
the background and regis ter 0 (memory  locat ion 708) is used
for the points  or lines. Graphics  modes 3. 5 and 7 also use
registers I  and 2 (memory  locat ions  709 and 710 respectively)
for drawing,  hut  none of the modes use register 3. Table 1

TABLE 1
COLOUR COMMANDS AND REGISTERS

IN GRAPHICS 3 TO 7
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shows the relat ionship between color c ommand numbers ,  reg-
isters and graphics  modes.  For example.  the c ommand COLOR
2 picks  regis ter number  I  at  locat ion 709.  This  regis ter is used
In Graphics  3, 5 and 7 but  not  in Graphics  4 or 6.
As is the case wit h the text modes,  we use SETCOLOR or

POKE to change a colour in a regis ter f rom its default  value.
These c ommands  take the f orm SETCOLOR n.C.1, where '11" is
the regis ter number.  "C" is the colour you want  (0-15) and "I,"
is your chosen luminanc e (0-14: even numbers ) or POKE
m.(16*C)+1, where "C" and I , " are colour and luminanc e values
as before. "rri" is the memory  locat ion and 16 is a fixed
number.

SCREEN RESOLUTION
Apart  i rom the colour differences. Graphics  3 In 7 also vary

wit h respect to the size of  the indiv idual blocks or -
p i x e l s "whic h may  be printed on the screen. These range f rom the low
resolut ion "c hunk y  Graphic s  3 screen (40 pixels across by up
to 24 pixels  downl to the muc h fi ner Graphics  7 screen (160
across by up to 96 down).  The details  are given in Table 2.
Basically,  a Graphics  3 pixel is the same size as a Graphics  0
text character.  being 8 bits  wide by 8 scan lines high:  Graphics
4 and 5 pixels are hall'  that size (4 X 41 whi le Graphics  6 and 7
pixels are half  this amount  again (2 X 2)•

THE PROGRAM
The lis t ing lets you draw in the graphics  modes wit h a

joys t ick  in port  I .  There's  also a "demo" opt ion whic h draws  a
pat tern in a selected mode.
L I NE  4 5  of  the lis t ing asks you to choose between Graphics

3. 5 and 7: There was no need to inc lude modes 4 and 6
because, as you can see f rom Tables 1 and 2. these are s imply
less colourful vers ions of Graphics  5 and 7 respectively. The
max imum horizontal (XMAX) and vert ical (YMAX) screen co-
ordinates,  whic h are dependant  on the graphics  mode, are
then worked out  ( L I NES 60-70) .
The "see a pat tern" rout ine begins at L I NE  300 .  This  s imply

draws  lines f rom each of  the 4 corners  to the opposite end of
the screen. The space between the lines is set by  the size of  the



step in the FOR NEXT loop (L I NE 320 )  - increase the number
here to get wider gaps. The line colour for each round of  the
loop uses regis ter() (COLOR I ).  regis ter 1 (COLOR 2) or
regis t er2 (COLOR 3). This  is determined randomly  by LINE
330. The rout ine highlight s  the resolut ion dif ferences between
the screen types:- Compare the G11.7 ' lace" effect wit h the
GR.3 pat tern to see this.
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The default  drawing colour uses register 0 (COLOR C; ( . .  1 in
LINE 400). hut  you can change this  wit h the console keys:-
"Option"selectsCOLOR 1or r e gWe r 0 ( LUV E 4 2 0 ) , " S e k r r
gives you COLOR2 or register 1 ( L I NE  4221 ant i "Start " gives
you COLOR3 or register 2 ( L I NE  424) .  Pres s ingt hejoy s t iek
fi re but ton selects COLOR Oor register 4:- This  is the back-
ground colour so you can use it to rub things  out  or move to a
new screen area wit hout  drawing (L I NE 450).
The fi rst  t ime the program is run.  L I NE  4 3 0  plots  a point  in

the top left of  the screen as X.-0 and Y=0 are the default
values. The joyst ick movement  rout ine updates  the screen
co-ordinates  before subsequent  point s  are plot ted:  The func-
t ion STICK(01 ret urns  part ic ular values depending on the
direc t ion in whic h the (port  I ) joy s t iek  is pus hed t h e  details
are given in Figure I ,
For example.  it  can be seen that  r ight ward movements  give

values of 5. 6 or 7 while lef tward movements  ret urn values of
9, 10 or I I .  L I NE  4 6 0  of the program adds I t o  the X value
for a "right " movement  (prov ided X is not  at its  max imum level)
and subt rac ts  I  f rom the X value for a "lef t
- m o v e m e n t  ( p r o -vided X is not zero). L I NE  4 7 0  deals wit h the vert ical Y values
in t he same way.
After each point  is plot ted,  t he program goes back to LINE

410 to see if  you want  to quit  before repeat ing the colour
selection and drawing process.
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GRAPHICS 8 OVERLEAF tw

GRAPHICS P I X E L  SIZE PIXELS•SCREEN
BITS x SCAN LINES FULL(WINDOW)

3
4,5
6,7

TABLE 2
SCREEN RESOLUTION IN

GRAPHICS 3  TO 7

8 X 8
4 X 4
2 X 2

40 X 24(20)
80 X 48(40)
160 X 96(80)

FULL SCREEN LENGTH = 192 SCAN LINES
FULL SCREEN WIDTH = 160 COLOUR CLOCKS

= 320 BITS

FIG. 1: Values returned by STICK(0) when the port 1
joystick is pushed in the direction shown
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E l  1  R E M
KK 2  R E M  *  G R A P H I C S  8  O A R  C H A R T  D E M O  *
MF A  R E M  *  b y  A n n  0 • D r z s c o l l
Ea  4  R E M  *
HP 5  RE M  *  M E N  A T A R I  US E R -  J U N  1 1 , 3  *
EN  4 .  R E M  i t H N I . H
1 1
.
1 1 1
* * *
1 1 1 4 1 1 0
M H e

NM 7  R E M
l e  1 1 0  1 = 5 : 0 = 8 : D I M  A S 1 2 0 ) , 1 1 1 5 4 3 9 / , A L S C D ) ,

P S C L I , T S T I T I C I T , N U M T D I , S U M E D )
AK 1 1 5  8 1 $ ( 1 ) = "  " : 8 1 5 ( 1 9 1 1 = "  " : 8 L $ ( 2 ) = O L S :

A L S
-
" A B
C D
E F
G H I
J "

MC 1 2 0  8 1 = 3 1 0 : C 1 = 3 2 6 : A X = 3 3 6 : T X T = 5 0 6 : C L O S E
U A:O P E N  / 8 3 , 4 , 0 , " K : " : D A T = 0 : Y = 7 0

KA 1 9 9  R E M
I S  2 8 8  G R A P H I C S  0 : P O K E  7 1 8 , 0 : P O K E  7 1 2 , 0 : P

OKF 7 5 2 , 1
MD 2 1 8  " G R A P H I C S  0  O A R  C H A R T "T Y  "

C LEAR  A R R A Y S

MENU S C R E  N  2 0 0  -  2 5 0

• •

DO 2 2 0  RE S TO RE 2 3 8 : F O R  N = 1  TO  4 : R E A D  A S : P
° S I T I O *  2 , 2 4 N * 3 : 7  N V ' : -  " ; A S : N E X T  N

BO 2 2 5  G O S U O  8 1 :
1
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OS 2 3 0  D A T A  U S E  Y O U R  o m m  D A T A A I S E  T H E  D E N
o D A T A , S E E  T H E  B A R  C H A R T , O U I T  T H E  P R O S
RAM

PT  2 4 0  G E T  t 1 3 , K : K = K - 4 8 : I F  I t ( 1  O R  K ) 4  T H E N
2 4 0

0 0  2 4 5  I F  D A T = 0  A N D  K = 3  T H E N  K = 2
TO 2 5 8  G O T O  K * 1 0 0 0
E l  3 1 8  P O S I T I O N  2 , Y T ?  B L S : B L S : P O S I T I O N  2 ,

Y :R E T U R N  : R E M
JG 1 2 0  F O R  N - I  T O  D : N U M ( N ) = 0 : N E X T  m c l i r S c i )

" : 1 : S C D * 1 _ "  " I T S C 2 > = T 4 : R E T u R N  : R E M

BL AN K L I N E 5

OG 3 3 0  P LO T 1 8 , I TT: 0 0 0 W TO  2 2 . Y V : P S = S T R S C fl
3 :G O S U B T X T : e 1 = Y 1 - Y 3 : R E T U R N  : R E M  M OM OM
UNICIMILTAMI

OH 6 0 0  S T = 5 C 4 C Y Y * 4 0 T # M X :F O R  M = 1  T O  L E M : D S

Mc 6 1 0  C = A S C C P S ( M , M ) ) : I F  C > I 2 7  TH E N  C C
-
1

2 0
OK 5 2 0  I F  C ) 3 1  A N D  C ( 9 6  T H E N  C C
-
3 2 : G O T O

6 3 0
ND 6 2 5  I F  C ( 3 2  T H E N  c = C 4 6 4
MN 6 . 3 0  C H . 5 7 3 4 4 F C * 1 1 :F O R  8
, -
0  T O  7 : P O K E  
S T 4

B * 4 0 , P E E K T C H I B T :N E X T  1 1 : 5 1
-
F 5 1 4 1 : N E X T  M T
R ETU R N  : R E M

PM 9 9 0  R E M
Kit  9 9 9  R E m
Am 1 8 8 0  T R A P  1 8 0 8 : G O S U g  8 1 :
-
.  " H o w  m a n y  
i t

T EX O N  G R . 0  S C R E E N

e ms I I  -  6 1  " ; : I N P U T  X : I F  x < 7  O R  x / D  T
MEN 1 8 0 0

ET  1 8 2 0  G O S U B  C L : F O R  N = I  T O  X : G O S U B  D I
GS 1 0 3 0  " I n p u t  v a l u e  8 8 ":0 1 ;" " ; : I N P U I  N I

8 :O :Num ffe a =v
Ul  1 6 4 6  'P  " I n p u t  l a b e l  f o r  1 4 1 8 , 1 "  " a : I N P U

I  0 1 6 : P S : I S f I f f N  1 ) * 1 _ , N * L a
-
P S

Z Z  1 0 5 0  N E X T  N : D A T = 1 ; G O 1 O  3 8 0 0
U8  1 9 9 9  R E M
RM 2 0 6 6  G O S U B  c L . R E s T o R I  2 6 2 0 : X I - 8 : F O R  N = 1

TO X : R E A D  V . P S : N u m ( 0 4 ) = 6 : T S t I f fi l l - l a * L ,
m al L)=PS:NENT N

C l  2 0 2 0  D A TA  1 2 , 0 N E , 6 , T W o , 8 , T H R E E , 2 , F O U R ,
1 1 , F I O E . S . S I X , 4 , 5 E V E N , 3 , F T G N I

At  I S S S  RE M
fac 3 0 0 0  G RAP HI CS  8 : 5 C = P E E K I 8 8 ) * 7 5 4 * P E r i f f 8

9 / : P 0 K E  7 1 0 , 0 : P O K E  7 5 2 , 1 : C O L O R  I : X M A X
-2 5 0 :Y M A X = 1 5 0

KM  3 8 1 6  P L O T  2 0 „ 0 :D R A W T O  2 0 , Y M A X T Y I = 1 ; F O R
N=1 T O  X : I F  N U M ( N ) > V 1  TH E N  S I = N U M ( N )

HA 3 0 2 6  N E X T N
OJ 3 0 3 0  V 2 = 1 , 1 : S 3 = e l e 4 t X X = 0 : V V = 8 : G O S U 8  A X :

Y Y =3 7 :G O S U B  A X : Y Y = 7 5 : G O 3 U 8  A X : Y Y = I 1 2 : G
OSU B A X

RN 3 0 6 0  5 = Y M A X / Y 2 : F O R  N = 1  T O  X:5 1 1 1 4 4 1 4 )=N U M
1 1 1 1 )* STNEXT N

C u 3 0 7 0  P L O T  2 0 , Y M A X :D R A M T O  X M A X , Y M A K : X l =
3 2 : X 2 = 1 2

XC 3 2 0 0  F O R  N = 1  T O  X
HO 3 2 1 6  F O R  N O 1 =8  T O  / 1 2 :P L O T  ( 1 1 - 1 ) * X 1 4 2 4 0 N

N, Y M AX :D R AW T O  ( 1 1 - 1 ) * X 1 4 2 4 4 A N , Y M A X - S U M T
1 1 ) :N E X T  N N

OH 1 2 1 5  K X = 1 ( 0 1
-
1 ) * X 1 4 2 4 2 / 8 :
Y e = Y M A x . 3 : p s
-
A

ES T N O T T :G O S U O  T X T
HE 3 2 7 6  NE X T N
KR 3 3 6 6  Y Y = 0 : F O R  N = 1  T o  x
RO 3 3 1 8  X X = 3 2 : P S = A LS ( N , N 3 : 6 0 5 u f s  I X T : x x r 3 4

: P G
,
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$ C 1
4 4 N
-
1 ) *
1 , 1
4
1 0
1 . )
: G
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X
T
:
T
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-
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,
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NG 3 3 7 0  N E X T  N
KU 3 4 8 0  C H R S ( 1 2 5 ) :
-
4 f P r e 5 5  •  
k e y  
f o r  
I h

e  m e n u " : S E T  U 3 , K : G O T 0  2 0 0
41X 3 9 9 9  R E M I
YR  4 8 8 0  P O S I T I O N  2 , Y : '  " S u r e  y o u  w a n t  t o

• c y / m ] . .
Oh 4 0 1 0  S E T  1 1 1 3 , 8 :I F  N O 7 8  A N D  K < > 8 9  M E N

4 0 1 0
LH 4 0 2 0  I F  K = 7 8  T H E N  2 2 5
NW 4 0 3 0  G R A P H I C S  8 : P O K E  7 5 2 , 8 : E N D

Graphics  8 is  a high resolut ion screen in whic h each graphics
block or pixel corresponds to I bi t .  The screen can fi t 320
pixels across and up to 192 pixels down (160 wit h a text
window).  Graphics  8 is  like Graphics  0 in that  it  has  a border,
a background and pixels  which are the same colour but  a
dif ferent brightness  to the background.  The mode uses 3
colour registers:

R e g i s t e r  1 -  character brightness
- memory location 709
- COLOR I

Re g i s t e r  2  -  background /  screen colour
memory location 710

• COLOR 2
R e g i s t e r  4  • border colour

memory location 712
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BAR CHARTS IN
GRAPHICS 8

You POKE a value into locat ion 712 or use SErCOLOR 4.C.L
to change the border colour:  POKE locat ion 710 or use SET-
COLOR 2.C.L. to change the screen colour.  where "C" and "L"
are colour and luminanc e values. The foreground or pixel
colour is not  selectable - you jus t  get the background in a
dif ferent  shade.  In Graphics  8, COLOR I  before a PLOT/
DRAWTO statement  is  used to select regis ter 1 (i.e. print s  in
the foreground color) whi le COLOR 2 picks  register 2 (Le.
print s  in the background colour to make the points  inv is ible).

THE PROGRAM
Graphics  8 is  often selected for lis t ings whic h use graphs  or

pie chart s  because, as well as hav ing a high enough resolut ion
to produce a lot  of  detail.  it  is very easy to print  text on the
screen in this  mode (because GR.8 is exactly 8 t imes  fi ner than
GR.0). The program shown here is a s imple demons t rat ion of
how to produce a bar chart  in Graphics  8. You may  either
input  y our own data (opt ion 1 on the menu) or use the "demo"



data prov ided in the program linent i opt ion 2). The lis t ing can
cope wit h up to 8 separate it ems  (D. 8 in LINE 110) and each
item can have a name or label up to 5 characters  long 1L=5 in
LINE 110). The vert ical or Y axis co-ordinates  are determined
by the values of the variables used and scaling is done auto-
mat ically .  A let ter is print ed under each bar and the details
(i.e. associated it em labels) are then given in a key at the right
hand side of  the screen.
The main point  of  interest of  the program f rom a Graphics  8

v iewpoint  is  the text pr int ing subrout ine at LINES 600-630.
The rout ine looks in t urn at  each charac ter in the s t ring to be
printed (Ps). gets its ASCII value and converts it  to a non
inverse charac ter if  necessary (LINE 610:  C>127 means  its
inverse). Next  it  looks to see where the charac ter is located in
ROM. takes the 8 bytes whic h represent  the let ter and POKEs
these into screen RAM us ing a FOR NEXT loop. In this  way we
can reproduce each charac ter one line at a l ime.
For example,  to put  an "A" on the screen, LI NE 610 tells its

that  C=65 Th e  ASCII code for "A"). LINE 620 tells us  to
subt rac t  32 f rom this  (C=33) to get the ROM pos it ion of  this
part ic ular charac ter and LINE 630 tells  us that  the 8 bytes
whic h defi ne the let ter "A" s tart  at  memory  locat ion
57344+33* 8 = 57608.  IThe fi rst charac ter starts at 57344.  Ow
second at 57344+ I*8 and the nt h at 573444-in- II*81. The "ST•
variable in LINE 600 determines  jus t  where the let ter wil l be
displayed:- Screen RAM starts  at SC (defi ned in LINE 3000)
and the variables XX and YY, defi ned before the rout ine is
called up,  are used to fix the offset f rom this  i.e. how far across
or down the screen you want  to be. For instance, XX=0 and
YY=0 wil l  put  the let ter in the top left comer,  XX=39 and YY=0
wil l  put  it  in the top right ,  whi le XX=20 and YY=80 will put  it
in mid screen.
There are examples  of  text pr int ing t hroughout  the lis t ing.  For

instance, LINES 3300-3320 look af ter the legend or "key" for
the chart  by pr int ing each bar's  let ter followed by its associ
ated label_
Finally ,  a k w words  on the X and Y axes rout ines.  The

program works  out t he scaling of the vert ical axis by look ing at
each data value and set t ing the max imum number  found equal
to the variable Y I (LINE 3010).  This  fi gure and its quarterly
subdiv is ions  are then plot ted by LINE 3030 and the "axis"
subrout ine at LINE 330, LI NE 3060 adjusts  each value by the
scaling factor, S. and stores the answer in the SUM array.  This
tells us how high each bar will be in t erns  of the screen
co-ordinates.  On the X axis side. LINE 3070 draws  the hori-
zontal line.  LI NE 3210 fi lls in the blocks and LINE 3215 plots
the relevant  let ter under each one.
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DISK BONUS
GOLD GRABBER

by
Derrick Summers

Gold Grabber  is  a  mult i •s c reen maz e game i n  wh i c h  t h r
object I s  t o  collect  a n  ev er Inc reas ing n u mb e r  of  gold bars
t hrough ever more complex  mazes_ There are 45 levels sup-
plied but  ot hers  can be added wi t h  t he edit or and complete
records of  y our progress  t hrough t he  v arious  levels  c an be
saved t o  disk .
There are t wo vers ions  o f  the game wi t h  t he second being

more dif fi cult  as  grey rocks  appear at  random to block  y our
path a n d  f o r  every  roc k  t ha t  y ou go  t h rough y ou hav e t o
collect an  ex t ra Gold Ba r  to complete t he level. These rocks
usually  disappear when y ou h i t  t hem but  on odd occasions
they rema in  i n  pos i t ion wh i c h  c an  c aus e problems  i f  you
have t o  c ome bac k  t he s ame way .
In bo t h  games .  i f  you h i t  a  guard  y ou may  be luc k y  and

escape b u t  don' t  pres s  y our  luck ,  nex t  t ime  c ould be fatal.
Even i f  you escape, t he image t hat  is  lef t  behind c ould t rap
you i n  a  sec t ion where t here are n o  gold bars  so escaping
wil l  not  do you any  good. There are also t wo editors  and t he
dif ference between t hem is  t hat  i n  t he second y ou c an play
test a  level wi t h  grey  rocks  bloc k ing y our  path.
All aspects  of  t he game are covered i n  t he  ins t ruc t ion fi le

on t he disk  and some details  are also given on how you might
adapt  part ic ular parts  of  the program to y our preferences. At
the end of  a game you are given t he chance of  entering y our
scores o n  t he  Hi g h  Scores  Cha r t  wh i c h  wi l l  s ort  t h e m i n
order as  t hey  are entered.
In addit ion to the High Score chart  t here is  a 'lost life' chart

that tells  you whic h screens have been played and where you
lost y o u r  lives .  Wi t h  t h i s  p rog ram y o u  hav e  a  c hoic e o l
recording only  the last  game played or  you c an record every
game played by  remov ing the REM in  l ine 1580.  i f  you wis h
to mak e a f resh s tart  jus t  delete t he •DAT fi les f rom the disk
and t he program wi l l  c reate new t iles  as  y ou play .
There are several more aspects to the game whic h are more

fully  covered in t he ins t ruc t ion fi le and Gold Grabber should
prove t o be quit e a challenge f or anyone to complete in  f ul l

GOLD G RABBE R i s the BO NUS  on the  I ssuo 62  di sk
which also contains all of the programs from this issue
ready to r un.  Di sk  subscr i ber s wi l l  receive thei r  di sk
with their  magaz ine but  the disk is avai lable separately
for just £2.95. Wr i te to PAGE 6, P.O.  Box  54,  Stafford.
ST16 1TB enclosing your  cheque,  postal  order  or  credit
card detai l s o r  or der  b y  te l ephone o n  0 7 8 5  213928
using Visa.  Master car d or  Swi tch.
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IPSTER
GATHERING TIPS

IN MAY

Would you believe that The Tipster doesn't really  know
everything and in fact goes to University? Well, Universi-
ty is getting on top of me once again as its time for the
eXCIMS once again (I thought I left those behind at
school?). but enough of this irrelevant tittle tattle and on
with the good sniff once again. It's  going to have to be a
short Tipster this time around because the tips are very
thin on the ground at the moment, something to do with
the recession or something like that. (Always best to
blame someone or something else!). Only one map to
come to this issue and that's Word Maze. O.K. lets go
and see what little the Tipster has .
f o r  y o u .  I t  
m a y b e  
l i t t l e

hut remember its of the highest quality  !

From one of the stalwarts of this column comes the following
gathering of tips. Kevin Cooke has come up trumps again with
most of the tips on this page

T R A N S I T I O N  fr om the issue-disk 55 needs only
a few moves to win so here they are:-
4. 6. 7.  5, 3, 2, 4, 6. 8. 9. 7, 5. 3,  I ,  2, 4, 6.  8, 7, 5, 3. 4. 6.  5.

ARCHON
Below is a list of all the characters in A R C H O N  and the
opponents that they are best used on.

L I G H T  S I D E  C H A R A C T E R S
K n i g h t  :  Best used on Goblins
A r c h e r  :  Best  to be used on Goblins, and Manticores
V a l k y r i e  :  A good one to kill Goblins and Manticores with
G o l e m  :  Best  used to fight Trolls
U n i c o r n  :  Use against The Basilisk, Dragon and the Sorceress
Dj i n i  :  Best  used against the Dragon and weaker creatures
P h o e n i x  :  Good to kill all of the Goblins with
Wi z a r d  :  Can be used against all of the dark side characters

D A R K  S I D E  C H A R A C T E R S
G o b l i n  :  Best used against Knights
Ma n t i c o r e  :  Best  used on Goblins and Archers
B a n s h e e  :  A good character to kill Knights with
Tr o l l  :  Good to light Golems with
B a s i l i s k  :  Use to fight the Unicorns and weaker creatures
D r a g o n  :  Good to use against the Olini
S h a p e  s h i f t e r  :  Use against more powerful creatures
S o r c e r e s s  :  Can be used against all light side characters
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(well June then)

TOMAHAWK
If you thi nk of yourself as another  Tom Cruise in Top Gun or

Nicholas Cage in Wings of the Apache then you probably won't
want to find out how to gel better  at Tomahawk_ For  the rest of
you Jon Goldsby has spent a long time playing this simulation
so. to start off with. here are a k w  of the more important keys.

C  - Doppler  mode
- Target (tank • field gun) - activates the weapons

S S  - Hel icopter
H • Hel ipad
B -  Beacon

(these letters appear  in the bottom tql  corner of the radar)

N - (or button on joystick port 1) - Next objective - TO, T1.
H3 etc.

P Sel ect  weapon - Gun (2000 It). Rockets (4000 ft),
Missiles (3. I miles)

M - Map - Selecting map on helipad lets you move between
sectors.

Al l i ed Forces = Blue
Enemy Areas = Red
Fl ashi ng Red & Blue oppos i ng forces in same area

•  p a u s e

Move  For war ds - Push Forwards on Cyclic (Joystick port
Sl ow Dow n - Pull Backwards on Cyclic
Tur ni ng /  Banki ng • (Speed over 60 Knts) use cyclic (left r ight)

- (Speed under  60 Knis) use rudder  (Z /  X) o r  joystick
port  I  (tell /  right )

Increase/Decrease altitude - Q/A or joystick port I
(Forwards /backwards )

When a target is in the sights. it will appear  in the TADS
r ar get Acquisition and Designation Sights) on the bottom left
corner of the screen.

Re d r, Hostile
Bl ue r
- 
F r i
e n d
l y

Guns and Rockets must be manual ly aimed, The missiles will
remain locked onto the target when it enters the sights.

- Tanks cannot be destroyed by the gun.
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ROCKFALL
GD • GREEN D001/
Pu)t I LLI E  DOOR
KG - CIZEEN DOOR KEY
KIN SLUE  DOOR KEY
CALC . CALCULATOR
TO - TORCH

The /lap
From 155(te 47

)Upped by
Timothy Ashley

POT • POTION
111, A Q. L. E. Q. U. I.N.

ANAGRAM WORD
VA - VASE
TI • TELEPORT I
7 - WALL

HELP WANTED --- HELP WANTED --- HELP WANTED ---
Well that 's  all folks apart  f rom the welcome cries of help ! t om those people out  there who need

help wit h t heir games.
Kevin Grant  of  Barcombe needs help wit h Z O R K  1  i n  the underground empire.  He wants  to

k now how to get to the land of  the dead to collect the Crystal Skull.  Also he want s  to k now to
get f rom Reservoir South to the t runk  ofJewels .  At  the start  he would also like to k now how to
get to the st range passage and fi nally  at the start  how do you open the grat ing.  Not  to muc h to
ask for is it? No? Good because it 's up to you now.

Other lost souls  are Michelle and Lisa Trinder of  Swindon.  They  are s tuck at the bank  for an
account  number.  also direc t ions  to the t reasure which is given on the parchment .  (cross
between two trees).
Also any t ips  on K N I G H T  O R C  wou ld  be great ly  apprec iated (anyone got a map?)

'That's about  all there is for this  issue apart  f rom saying DAVE.  W ter B( rmingham.  PLEASE
c an I  have t he s o lu t ion f or  BORON'S RI FT as I've run out  of  solut ions to print  arid I rieri I
some to till up the column.

QUICK E ' s  ...QUICK E s  ...QUICK E ' s

If you put a weight on the space bar, everything in D A W N
R A I D E R  slows down and makes play easier. Thanks to Richard
Milian for that lip.

II you turn quickly twice then you'll confuse your opponent in
I N T E R N A T I O N A L  K A R A T E  This time its Steve Har-
greaves you have to thank for that one.

David Ellis says that in 2 player mode the other player cannot
accelerate or decelerate when you are doing the same in M I G
A LLEY A C E

FREE CASSETTES!
It your  hint, tip or  map is used by
The Tipster you can claim a FREE
CASSETTE (fr om  those currently
avai lable t r om  T h e  Accessor y
Shop) but you won't get one It you
don't send something to The Tips-
ter -  get tipping now!

HOW TO CLAIM
N you see your name in this column
just drop us a  line and say 'My
name is   a n d  I  claim my tree
Tipster cassette' arid simply tell us
which cassette you would like (give
an alternative just in case). We will
whip i t ott to you poste haste tar
straight away). It you prefer you can
always give us a ring instead on the
usual number

All that's left for me to say is that the address is as normal and
everything sent will get into the magazine sometime. Write to

T h e  T i p s t e r
P a g e  6  P u b l i s h i n g

P . O .  B O X  5 4
S t a f f o r d

S T I . 6  11314.

CORE ON TIPPERS • THE CUPBOARD IS NEARLY BARE
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DISKFILE
XL/XE UTILITY
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ing accurate and up to date records of  disk files.
llowever,  it  is  often t empt ing not to keep such records

in t he (mis taken) belief  that you wi l l  remember which fi les are
on whic h disks. This  is fine for a couple of  days or maybe even
a week or two but  what  happens  when you have worked on
other projects in the meant ime and then wish to fi nd a pre-
viously saved fi le? What  disk  was that  fi le on and what  was  the
actual fi lename? Load a disk,  scan the directory:  no.  not  on
that  disk.  Try  another disk and so on and so on. Frus t rat ing to
say the least.
Of:course. no program can automat ically  keep disk fi le re-

cords for you but  the use of  a suitable program can consider-
ably  reduce the t ime and effort required mak ing the task very
muc h easier.

THE SOLUTION
Unable to rind a program whic h was suffi c ient ly  fl exible and

would produce printed out put  in the form I required I set
about  wr i t ing one to help in this  respect. The result  fi lmy
endeavour is presented here.
By now you may  be t hink ing "Oh no.  yet anot her disk direc-

tory program".  I f  so. well you're part ly  right  but  I believe the
solut ion presented herr  offers more t han most.

PROGRAM OUTLINE
The main purpose of the program is to produce print out s  of

disk directories  together wit h disk  ident ifi er inf ormat ion in
either or both of  two formats  as follows.

I)  D IRECT O RY CATALOGUE SHEET
A lis t ing of all fi lenames on a disk  us ing 80 c olumn print
widt h on A4 paper and.

A Turbo Basic program
by D.T. Pinkney
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2) D ISK  INSERT SHEET
Sint ilar inliaTnat  ion to above but  condensed to a size suit -
able for cut t ing out and keeping wit h the disk in it 's  sleeve.

The above opt ions  are user selectable while the program is
runn ing  hut you should note that  as the print  f ormats  are
quite dif ferent  all pr int ing of disk inserts  is generally  delayed
unt i l  you 'exit ' the program or unt i l  the RAM buf fer (F$) is
almost  full.

RUNNING THE PROGRAM
Type in the program (lis t ing I ) us ing ' I WO I ll for error

checking.  Don' t  forget to save a copy or two to disk  before
Running just in  case you have made any undetected mistakes.
When Run the program gives all necessary prompt s  and

operates as follows.
1. 0)Load direc tory  f rom the disk in drive No.1 in t o a long
string. The main fi le s t ring (F$) is dimens ioned to 15000 in
line 16100 and so has  enough room for 13 disks each
containing the max imum of  64 files. However,  the RAM buf fer
should hold more like 20 to 30 average disk  directories.  To
prevent this  l imit  being exceeded, each t ime the I lk  s t ring
pointer (BP) is updated line 500 checks to see if  it has
exceeded a safe l imit  of  13900. I f  so. the print ing of  disk
inserts is forced and the fi les t ring pointer is reset.
2.0) if  required.  sort  disk  fi lenames giv ing priorit y  to any
predefi ned fi les - see below.
3.0) If required.  sort  fi lenames  into alphabet ic  order (omit t ing
any predefi ned names  as in 2.0)
4.0) Display main i l iel lu giv ing the following opt ions -
4.1) Display the current  disk  direc tory  on screen.
4.2) Produce a disk  catalogue or insert  sheet f rom the cur-
rent  disk  directory.  i f  this opt ion is chosen. the program will
ask for a disk  number  ( I t o   999), disk  side (A or 13) and a disk
t it le (I  t o 44 alphanumeric  characters).  All this  informat ion
wi l l  be printed on the appropriate shect(s).
If a disk  insert  sheet is required the s t ring fi le pointers  are

updated so preserv ing the current  disk  direc tory  informat ion
for later print ing.  I t  should be noted that  i f  an insert  sheet is
NOT required.  the fi le s t ring pointers  are not  updated caus-
ing the current  disk  direc tory  inf ormat ion to be overwrit ten
by the next disk  to be loaded. This  prevents unnecessary use
of  memory.
4.31 Exit  the program.  (Use of  this opt ion wil l  cause any as
yet unpr int ed disk  inserts  to be output . )
When you have fi nished us ing the program you should leave

It by us ing this  opt ion.  Doing so wil l  check that  all disk  insert
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sheets have been printed.
One word of warning! When you reach the final screen of the

exit routine the program all variables will be cleared from
memory. so make sure you have a saved copy on disk or
tape. However, before this final and critical stage is reached.
you are given the choice of doing another  disk as a safeguard
against losing the program in a moment of thoughtlessness.

F ILENAME PRIORITY
As outl ined In 2.0 above, priority may be given to any particu-

lar filenames you may wish. As presented the program gives
priority to four filenames: DOS.SYS. DUP.SYS. AUTORUN.SYS
and ALITORLIN.BAS. These are contained as Data statements
in lines 17520 to 17550.  You can amend or delete these or add
your own as required but you must also change the Data value
containing the number  of such files in line 17510,  Alternative-
ly, you may leave these lines intact and bypass the 'priority'
option by answering "N' to the appropriate prompt.

ABOUT THE PROGRAM
The program (Listing I ) is quite long - about I 6 K but this

increases to just over 31K when the program is run due to the
setting up of the disk record buffer/file.  F$.  in line 16100.
Al though written in Tur bo Basic' the program mostly uses

only the simpler TURBO specific commands for program struc-
tur ing and legibility /  understanding so it should not be too
difficult to convert it to any other type of Basic language.
The program has been developed and tested using an Atari

800)(1,  1050 disk drive and Star  LCIO printer but should work
satisfactorily on any similar system Including the old type
400/ 800's subject to the memory and language restrictions,
By keeping track of the number  of lines printed the program

is able to correctly control the printer in respect of page length
and form feeds. Since my own preference is for A4 paper, the
appropriate program variable is preset for this size (page
length is controlled by variable MLPP which may altered before
the program is Run s e e  later).
The Break key is disabled and,  except as a last resort, the

Reset key should not be used since al though this will cause
the program to stop and the computer  to reset wi thout loss of
the program it will be very difficult to recover any imprinted
information held in the RAM buffer.
It should be understood that the actual directory information

on the disk is not changed in any way. All the storing and
sorting of information is done in the computer 's memory so
there is no chance of corrupting any programs or files on disk
by using this program.
The program is written in modular  form using Procedures

ISubroutines) to do specific tasks. This should make it fairly
easy to follow and modify to suit your own requirements.
Additionally, I have tried to make the program as user friendly
and comprehensive /  flexible as reasonably possible. You will
be prompted to input information when required: hopeful ly all
input is fully error trapped and where necessary notified by
specific error messages or the screen flashing red. Generally all
commands are presented as options and require only one
keystroke no need to press Return).

PROGRAMMING NOTES
To save memory the use of REM statements has been kept to

a minimum but this is partly compensated for by the use of
variable and procedure names etc. which have some resembl-

' ' ' 1 1 1 1 1 M 4 P
-
V O I n t r e t t l I t
Z t r a l l

• , •  .  .

ance to their purpose. Additionally.  where numerical constants
are used fairly often, these have been replaced with self expla-
natory variables having the constants assigned to them. !fence
variables N0.N1.N2 etc. have the same meaning as constants
0.1.2 etc_

CHANGING OUTPUT
The general format and style of the printed output is control-

led by variables. These may be altered to suit yourself and are
listed together with their location and rules below.
MLPP (line 16410) Should contain the maximum number  of
lines which could be printed on the paper being used: set to 70
for A4 or 66 for 9.5" paper  length.
HI., (line 16430) Number  of blank lines required at head of page
- may be any number  from 0 through 10. (Incidentally this is
the position to which you should set the printer head when
first prompted to set the printer).
MRPI (line 164201 Determines the number  of lines on which
filenames may be printed on the disk insert sheet.
DPP (line 16440) Set to zero to pr int as many catalogue sheets
as possible on each page. Set to 1 and only one catalogue
sheet will be printed on each page.
LNDIR_FL (line 16450) Set to zero to print 22 lines for file-
names on each catalogue sheet. Set to 1 to print catalogue
sheets in minimum number  of lines.
LNINS _FL (line 16460) Set to zero print filenames on the insert
sheet down the page, Set to I  to print filenames In minimum
number  of lines.
Line 16470 in the initialisation routine cheeks that all the

above preset variables are within a predefined range and,  i f
not, the program will stop with an error message.

MODIFYING THE PROGRAM
Three customised screens are used to provide some enhance-

ment in respect of colour and layout of displayed information.
The display list instructions for these screens is held in the
Data statements in lines 17100 to 17280.but is transferred to
memory locations $0600 to S06F1' dur ing the initialisation
stage. The program is therefore able to flip between these
screens almost instantly.
Most of the main subroutines used are capable of changing

the screen colours /  character luminance through the vari-
ables T1TLECOL. BACKCOL and CHARIA1M. I f you wish to
change the colour etc. of any particular screen, simply change
the value assigned to the appropriate variable in the opening
lines of the relevant procedure.
Should you find that the program as listed does not provide

quite exactly what you require. it should be a relatively easy
matter to change it. The subroutines are mostly self contained
and self explanatory.

LAST WORD
There is of course no need to RUN this program every time

you change a disk's contents. Wi th the pr intouts provided
there is usually sufficient room on the sheets to make several
manual  amendments.  The program can then be reRUN when
the modified sheets are filled with changes.
I hope you will find this util ity as useful  and helpful  as I have.

It has certainly Inadc keeping, track of disk illes moch easier.

Listing overleaf ve
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DISK FILE TRACKER
CS XX 1 1 2 0 -.....i  R E M  U t U u t i
ZP 2 REM U D I S K  INDEX UTILITY Si PR 1280 PROC DISP_SCRN
VW 3 RIM U ( T U R B O  BASIC) 0 0 1210 EXEC STD_SCRNFI 4 REM U b y  0.7.P.okney Si Al) 1220 01.011E 11111141,5CREEN
SG 5  R I M  I t I i LD 1230 DPOKE 01,1510AU 6 REM U NEW ATARI USER J U N  1993 U TX 1240 DPOKE SAUMSC,SCREENCV 1 1

, 
•  
•  
•  
•  
•  
•  
.
.
.
.
.

. . . .  •1 REM 00 1250 POKE scammonlE,monFNN 4 REM we 1260 POKE TC,ITTLECOLLX 90 GRAPHICS 0 AU 1270 POKE BC,OACKCDIVE 180 EXEC SE7UP_DLS BU 1280 POKE CL,CHARLUMCT 110 EXEC INIT F t 1290 POKE SDMCIL.34
X0 120 U NEWLDISK VI 1300 LNDPROC
KG 130 EXEC DISK_IN XL 1 3 1 0
TX 140 IF K=N27 MO 1120SJ 158 oPTION=113 MD 1400 PROC 14KG_SCRN
PL 160 GOU  EXIT VI.. 1410 EXEC STO_SCRNTM 178 I8011 OK 1420 DPOKE 0181177,SCREENRV 180 DERR_FL=110 XV 1430 DP0KI 01,1684
VG 110 EXEC READ_DIR LAB 1440 DPOKE SAUMSC,SCRELN
KY 200 IF DERR_FL=N1 OS 1450 POKE SCRNMODE,MODE
FM 210 GOU  NEWLDISK WH 1460 POKE TC,TITLECOL
IN 220 ENDIF AZ 1478 POKE OC.11ACKCOL
AU 238 IF NF>N1 82 1480 POKE CL,CHAREUM
KM 240 EXEC PRIOR_SORT FM 1490 POKE S O W

-
1 1 , 3 4

PS 258 EXEC  ALPHA_SORT VM 1500 ENDPROC
CT 268 EXEC SORT_DIR XP 1518
IX 270 ENDIF MS 1520
CM 2844 U MENU MG 1688 PROC STD_SCRN
ICI 290 EXEC MOIN_MENU RV 1610 GRAPHICS NO
CO 3 0 0  O P T I O N = K NJ 1670 POKE SOMCII,NO
PR 318 IF OPTION=111 SD 1638 SCREEN=DPEEK(SAUMSC)
OU 320 ( N E C  DISP_DIR TB 1648 MODE=PEEK(SCRNHODE)
GE 330 I F  K=83 US 1 6 5 0 POKE CURS.N1
LD 34e G O U  NE14_DISK KV 1668 POKE LMARG.118ICH 350 ELSE BD 1670 POKE RMARG,39
UC 360 G O U  MENU DU 1680 EXEC DIS_DRK
VA 370 EN D IT z P 1690 ENDPROCJA 300 ENDIF 80 170008 398 IF 0P1ION=112 MT 1 7 1 0
NO 400 ( N E C  DISK_HEADER C l 1808 PROC DIS_ORK
GB 41

0 
I
F  
K
=
8
3

MC 1010 POKE N16,64LA 420 G O U  NEWLDISK NT 1020 POKE 53774,64
KT 430 EN D IF 2 0 1 8 3 0 ENDPROC
GS 440 I F  C0T-FLOG=N1 YE 1840
HOC Atbn E X E C  PREP_DIR VH 185e
NZ 460 EMOTE DK 1900 PROC EN_ORK
OH 470 I F  INS_FLAGzIll UK 1910 POKE N16,192JR 488 B P = O P 1

1
1 4 5 1 + 1 1 F
0
0 1 i 6 .
1
1 4 7

DI 1920 POKE 53774,247
KO 490 N D =  NNNNN ZD 1 9 3 0 ENDPROCTA 5 8 8  I F  O P ) 1 3 9 0 0 VG 1 1 4 0
MU 518 E X E C  MEM-FULL VJ 1950
JD 520 ( N E C  PREP_INS ED 2800 PROC DISK_IN
MC 530 E X E C  CONTIN CT 2010 TITLEcOL=1126
RW 540 E N D I F PE 2820 BACKCOL=1016
XV 550 EN D IF ZE 2030 CHARLUM=1112
FM 560 GOU  NEW-DISK MC 2040 EXEC DEF_SCRN
JA 570 ENDIF GG 2850 POSITION N12,018EE 588 U EXIT RA 2 0 6 0 ? " 1 0 5 e r t  d i s kRP 590 IF OPTION=N3 XM 2070 POSITION 0116,1414AN 600 I F  80>108 LX 2080 ? ° 1 0 8 n t i n u e
SC 610 [ N E C  EXIT_INS OV 2 0 9 0 IF STAGE:NO
PO 620 E X E C  PREP_INS I X 2180 U 11E91.0_1
XV 630 EMOTE MK 2 1 1 0 [NEC WAIT_KEV
GF 640 EXEC ANOTH_DISK XL 2120 IF K067JL 650 I F  K

-
4 9

CO 2130 EXEC ERRORLK 668 G O U  NEW_DISK SF 2140 GOU KEYPR_1
YD 670 EN D IF TX 2150 ENDIF
OF 680 EXEC END_SCRN 110 2168 ELSEJE 690 LNDIF ME 2178 POSITION 0 0 1 3

-
N 1 1
1
1 1 N D > N 0 / ,
N 1 0

NW 700 END KV 2 1 8 0 ? l A f f A a p e  t o  O K i t " I
ON 710 Ni 2118 IF ND)NO
OV 7 7 0 Z S 2200 ? " 1 p r i l l i E  d i s k  i n s e r t s "AN 1008 PROC DEF_SCRN TA 2210 ENDIF
UD 1010 EXEC STD_SCRN JK 2 2 2 0 U KEYPR_.2
VM 1020 DPOKE 018.019,SCREEN MS 2230 EXEC WAIT_KEYMR 1030 DPOKE D1,1536 HO 2248 IF 11(>61 AND K0N27
TT 1040 DPOKE 54tun5c.senrcee C J 2258 EXEC ERROR
OK 1058 POKE SCRNMODE,MODE T J 2260 GOU KEYPR-2
VZ 1060 POKE TC,TITLEcOL TS 2270 ENDIEAR 1070 POKE BC,BACKC0L N J 2 2 8 0 ENDIF
OR 1880 POKE CL,CHARLUM OT 2 2 9 0 CLS
FE 1090 POKE SOPICIL,34 XF 2300 STAGE=111
YE 1100 ENDPROC VM 2 3 1 0 ENDPROC
NH 1 1 1 8
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DISK FILE TRACKER
XP 2 3 2 0 HN 3 5 4 0  E X E C  D E F _ S C R N
MS 2 3 3 0 I t 3 5 5 0  A L P 0 0 . 1 1 8
UE 2 4 0 0 PROC R E AD _ O X I T I I 3 5 6 0  P O S I T I O N  1 1 1 0 , 0 1 0
0 8 2 4 1 s T I T L E C O L =N 2 6 UN' 3 5 7 0  ,  " S o r t  d i r e c t o r y  i n t o "
VG 2 4 2 0 6 0 C KC O L =1 4 4 GK 3 5 8 0  P O S I T I O N  1 4 1 8 , 1 4 9
ZM 2 4 3 0 C H AR I U M =1 4 1 2 EU 3 5 9 0  *  " a l p h a b e t i c a l  o r d e r  * •
HK 2 4 4 0 EXEC  D E F _ S C R N WI 3 6 0 8  P O S I T I O N  m 1 5 , 8 1 4
SO 2 4 5 0 P O S I T I O N  N 6 , 0 8 OA 3 6 1 0  " O e s  o r  M O "
JK 2 4 6 0 7 " R e a d i n g  d i s k  d i r e c t o r y 0 2 3 6 2 0  E X E C  V N _ K E V

F Y 2 4 7 0 C F X = 8 P 4
,
0 5 1

I D
EX

3 6 3 0  I F  K = 8 ,
3 6 4 0  A L P H A = 1 8 1

DO 2 4 8 0 T R AP U D I S K _ R E S P X J 3 6 5 0  E N D I F
OH 2 4 9 8 OPEN  U N 1 , 1 1 6 , 0 0 .

-
D * .
1
.
-

Z I 3 6 6 0  E N D P R O C
MU 7 5 0 0 T R AP U D I S K _ E R R YL 3 6 7 0
GM 2 5 1 0 N F =N O :U S E C T =N O YO $ 6 0 0
MX 2 5 7 0 U  N E X T _ F I L E OC 4 0 0 0  P R O C  S O R T _ D I R
MA 2 5 3 0 I N P U T CV 4 8 1 0  T I T L E C O L = N 2 6
A O 2 5 4 0 I F  I S ( m 5 , m 8 )

,
, " F R E E "

VA 4 0 2 0  B A C K C O L = I 4 4
MB 2 5 5 0 T R AP 4 0 0 0 8 ZG 4 0 3 0  C N O R L U M = 8 1 2
0 1 2 5 6 0 GOU D I R _ D O N E HE 4 0 4 0  E X E C  D E P _ S C R N
XM 2 5 7 0 E N D I F UM 4 8 5 0  P O S I T I O N  N 9 , N 8KU 2 5 8 0 N r . O f f N 1 KM 4 0 6 0  ?  " S o r t i n g  d i r e c t o r y  . . . . "HP 2 5 / 8 u s E c T

, -
u 5 E c t
+ u a t (
I S ( 1 1
1 5 , 1 1
1 1 7 ) )

I D 4 0 1 0  O F F = 1 1 1
1
4 1 1 5 1

0 4 2 6 0 0 GOTO 2 6 6 0 : R E M  D E L  L I N  F O R  • . • J 8 4 0 8 8  F C = N O
FOR  I = N 3  T O  1 1 1 3U0 2 6 1 0 L J 4 0 9 0  I F  S E L _ S O R T =1 1 1

FM 2 6 2 0 I F  T S 1 1 . 1 1 . 7 . " FD 4 1 0 0  R E S T O R E  1 7 5 1 0
BM 2 6 3 6 I S C I , I I = " . " FM 4 1 1 0  R E A D  N P F
TR 7 6 4 0 [ N o i r MC 4 1 2 0  F O R  P O S S = N 1  T O  m p r
CH 2 6 5 0 N EXT OX 4 1 3 0  R E A D  I S
ND 2 6 6 8 F S I C F I

J
C F I 4 1
1 1 2 1 = I
S C N I ,
N 1 3 /

NT 4 1 4 0  O l z F CWC 2 6 7 0 c r i = C F 1 . 1 1 1 3 NM 4 1 5 8  G r X = O F F
VF 2 6 8 0 F S ( C I F X , C F I + 1 1 2 ) = I S E N 1 5 , N 1 7 3 DG 4 1 6 0  N  S T E P _ F I L E
O i 28100 C F I =C F X+ 1 1 3 111) 4 1 7 0  I F  F S ( C F 1 4 0 2 , C F X 4 N 1 2 ) = I S
BE 2 7 0 8 G o u  N E N T _ F I L E DV 4 1 8 0  I F  C F I ( ) O f f
OX 2 7 1 0 u  D I R _ D O N E JK 4 t 0  1 $ 7 F S c o r r , E I F F # 1 1 1 5 )JT 2 7 2 6 C L OSE u m i F z 4 2 8 8  r S c o F F . 0  * * * * *  5 2 = F S e c r i ,MO 2 7 3 0 H S =S T O S c U S E C T I c * * * * *  51
ZIC
./ 0

2 7 4 0
2 7 5 0

L =L E N C O S )
M S = "
I .

PD
AX

4 2 1 0  F S c c r i , c F z i k e l 1 5 1 = 1 $
4 2 2 0  E N D I F

0 6 2 7 6 0 1 4 $ ( 0 5 - 1 , 0 4 ) = N S NH 4 2 3 0  F I C = P C 4 1 1 1 1
N B 2 7 ' 0 i S c c r I , C F Z

4
- 3 1 = M S

0 1 4 2 4 0  O F F = O F F 4 1 1 1 6
OV 2 7 8 0 c F I C I F I f 1 1 4 I Q 4 2 5 0  E L S E
TZ 2 1 9 0 F S C C E I , C F I

,
I N S I = I S ( 1 1
1 , 1 1 3 )

ED 4 7 6 8  C F X = C F X . 8 1 1 6
OX 2 8 0 0 M S =S I R S ( M F ) VK 4 2 7 0  m = m 1 1 . 1
7 0 2 8 1 8 L = L ( M ( N S ) GE 4 2 0 0  I F  liF EN F
EG 2 8 2 0 EG 4 2 9 0  G O U  S T E P _ F I 1 E
mm 7 8 3 0 wScm4-1_, IsJ)=HS A I 4 3 0 8  E m o i F
PE 2 8 4 0 F S C 0 P 4 1 1 4 8 , 8 p .0 5 0 , 7 4 4 5 U0 4 3 1 0  E N D I F
CD 2 8 5 0 U E X I I _ D I R DC 4 3 2 8  N E X T  R o s s
KM 2 8 6 0 C L OSE U N I WY 4 3 3 0  E m o t e -2 0 2 8 7 0 L N D PR o c I F 4 3 4 0  I f  0 a p H A=1 1 0 1  A N D  ( F

-
F C ) > N 1

0 X 2 8 8 8 U D I 5 K_ R E 5 1
1

BIC 4 3 5 0  F O R  P 0 5 5 = 0 E
-
E C - N I  T O  
N I  
S T E P

EG 2 8 9 0 D F R R _ F L =N 1 -
1GE 7 9 0 0 EXEC  D I S K - N O R E S P HT 4 3 6 0  C F X = O F F

MK 2 9 1 0 GOU E X I T _ D X 8 C I 4 3 7 0  I I F T = C F I
4
0 1 L 6

JZ 2 9 2 0 11 D I S K - E R R MO 4 3 0 0  M F L = 1 4 0
DO 2 9 3 0 D E R R _ F L =N I r s 4 3 9 0  F O R  F I L E : A l l  T o  p o s 5MA 2 9 4 8 EXEC  D I S K - E R R O R GL 4 4 0 0  I S = F S C C F I , C F I e N 1 6 1XN 2 9 5 0 GOU E N I T _ O I R PK 4 4 1 0  I F  I S ( 0 3 , 1 0 1 4 ) ) 1 F S 1 N F I + 0 2 , 1 1vid 2 9 6 0 F I . N 1 2 1
Yll 2 5 7 0 XP 4 4 2 0  F 5 C C E I . C F 1 4 1 4 1 5 ) = F S ( N F I ,RC 3 0 0 0 PROC P R I O R _ S O R T N E X I N 1 5 )
cu 3 8 1 8 T I T L EC O L =1 4 2 6 0 0 4 4 3 0  F S c N r I , K r z o m 1 5 ) = I SPG 3 0 7 0 BAC KC OL =8 1 1 6 JM 4 4 4 0  0 , 1 = 1 1 1
Z r 3 8 3 8 C H AR I U M =N 1 2 OK 4 4 5 8  E N D I F
0 0 3 0 4 0 EXEC  D E F _ S C R N EF 4 4 6 8  C F I = C F I 4 1 4 1 6
KJ 3 0 5 0 S E L _ S O R T =N O KG 4 4 7 0  1 1 F X = C F I 4 1 1 1 6TM 3 0 6 0 P O S I T I O N  1 1 8 , 1 1 8 L T 4 4 8 0  N E X T  F I L E
EL 3 0 1 8 *  A n y  fi l e s  T o  h a v e " MN 4 4 9 0  I F  X F 1 = N 0
UM 3 8 8 0 P O S I T I O N  1 1 8 , N 1 1 D I 4 5 0 0  P O P  : G O U  S O R T E Dr u 3 0 9 0 *  " p r i o r i t y  i n  s o r t  o r d e r  ? " US 4 5 1 0  E N D I F
MB 3 1 0 0 P O S I T I O N  N 1 5 , 1 1 1 4 PG 4 5 2 0  N E X T  P A S S
AO 3 1 1 0 ? " n e s  o r  D o " XL 4 5 3 0  E N D I FOP 3 1 2 0 EXEC  V N _ K E V z o 4 5 4 0  U  S O R T E DKT 3 1 .3 8 I F  K r O S 2 E 4 5 5 0  1 1 1 D PR OC5m 3 1 4 0 5 E L _ 5 0 R T =m 1 Yll 4 5 6 0mz 3 1 5 0 E N D I F VK 4 5 7 0TV 3 1 6 0 EN D PR OC KC AGe o  p o o t  M AI N _ P I E N UT o 3 1 7 0 DM 4 6 1 0  T I T 1 E C O L = N 2 6VE 3 1 8 0 0 0 4 6 7 0  o a c k c O L . 7 . 1 7 6VH 3 5 0 0 PROC A L P N A _ S O R T 2 5 4 6 3 0  C H A R L U M 2 1 . 1 2
DE 3 5 1 0 T I T 1 E C O L =0 7 6
NR 3 5 2 0 8 AC KC O L =2 2 4
ZP 3 5 3 8 c Ha RLuM=Ni z cont inued
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Dim1:11.1i TRIX11111
HO 4 6 4 0  E X E C  D E F _ S C R N TO 5 7 0 0  P O K E  C U R S  N O
DX 4 6 5 0  P O S I T I O N  N 1 5 , 0 7 MN 5 7 1 0  I m p u r  I S
LU 4 6 6 8  ?  " M A I N  M E N U " UP 5 7 2 0  P O K E  C U R S , N 1
F t  4 6 7 0  P O S I T I O N  N 1 5 , 0 3 WM 5 / 3 6  E X E C  W I P E
MP 4 6 8 0  ,  "    • AO 5 7 4 0  L = L E N ( I S )

I F  4 6 9 8  .  P O S I T I O N  N 7 , 0 7 GK 5 7 5 0  I F  L I N 1  O R  L 1 6 3

WE 4 7 0 0  ?  - n  D i s p l a y  d i s k  d i r e c t o r y " t1.1 5 7 6 0  E X E C  E R R O R

1.2 4 7 1 0  P O S I T I O N  1 4 7 , 1 1 9 N E 5 7 7 0  G O O  D I S K _ N U M

X I  4 7 2 0  ?  l g  P r i n t  d i s k  d i  c c c c c  r y / i n s e NW 5 7 8 0  F N D I F
r t • NZ 5 7 4 8  F O R  I =1 1 1  T O  L

DE 4 7 3 0  P O S I T I O N  8 8 7 , 0 1 1 UT 5 8 0 0  I F  I S I I , I , < " 0 "  O R  / S t I . I 1 / " 9 "
sJ  4 7 4 0  ?  " E l  E x i t  p r o g r a m , " C H  5 8 1 0  E X E C  E R R O R

KM 4 7 5 0  P O S I T I O N  1 1 1 2 , 1 9 EV 5 8 7 0  P O P
GU 4 7 6 0  ?  " E n t e r  c h o i c e  . . . . " AC 5 8 3 0  G U N  D I S K _ N U M
AM 4 7 7 8  U  A G A I N  1 TV 5 8 4 0  E N D I F
wv 4 7 8 8  E X E C  W A T I _ K E Y CO 5 8 5 0  N E X T  I
5 P 4 7 9 0  K = K - N 4 8 JW 5 8 6 0  1 5 0 1 S = " 8 0 8 "
ES 4 8 8 0  I F  K O T I  O R  K / N 3 ZF 5 8 7 0  D M S C 4

-
L , 3 ) = 1 5

ZH 4 8 1 0  E X E C  E R R O R JP  5 8 8 0  P O S I T I O N  1 1 1 1 „N1
MG 4 8 2 8  C O O  A G A I N _ I El'  5 8 9 8  1  " D i s k  N o .  -

; D N 5X I  4 8 3 0  I N D I F KB 5 9 0 0  U  S I D E
ZN 4 8 4 0  E N D P R O C D I  5 1 1 8  P O S I T I O N  N O V
VI ( 4 8 5 0 L I  5 9 2 0  ?  " S i d e  0 / 8
YN 4 8 6 0 UD 5 9 3 0  P O K E  C U R S , N O
F J 5 0 0 0  P R O C  D I S P _ D I R NA 5 9 4 0  I N P U T  I S
LE 5 0 1 0  T I T I C C O L = 2 5 4 VC 5 9 5 8  P O K E  C U R S , N 1
DPI 5 0 7 0  B A C K C O L = N O NZ 5 9 6 0  E X E C  W I P E
ZH 5 0 3 0  C H 0 1 1 E 0 1 4 =1 1 1 2 I J  5 9 7 0  X r  L E N C I 5 1 0 8 1  O R  c i S O - c e .  A N D
DR 5 0 4 0  E X E C  D I S P _ S C R N I $ 0 " 0 • )
GK 5 0 5 0  I F  N F / N O AF 5 9 8 8  E X E C  E R R O R
AR 5 0 6 0  O F F 7 0 P 1 1 4 5 1 SD 5 9 9 0  G O U  S I D E
YOT 5 0 7 0  R I P = 1 4 2 2 : R O W O F F = N 0 WL 6 0 0 0  I N D I F
ZO 5 0 8 0  I F  N F < 6 0 i t  6 0 1 0  D S S = I S
MD 5 0 9 0  R I P = 1 1 2 0 : 6 0 1 4 4 W F = N 1 Z J  6 0 2 0  P O S I T I O N  1 1 2 0 , 6 1
SY 5 1 0 8  E N D I F WO 6 0 3 8  ?  " S i d e  " ; D S S
RV 5 1 1 0  F O R  R o w
,
N O  T O  
R I P - N I

GH 6 0 4 0  U  T I T L E

CS 5 1 2 0  P O S I T I O N  8 0 , 0 0 1 4 1 - R O W O r r DO 6 0 5 0  P O S I T I O N  N O , Y
OH 5 1 3 8  F O R  C O L = N O  T O  N 2 XL 6 0 6 0  ?  " D i s k  t i t l e  ( 1 - 4 4  c h a r s ) "
AO 5 1 4 0  F N = R O W 4 C C O L * R I P 1 TY 6 0 7 0  P O K E  C U R S .0 1 8
OC 5 1 5 0  I F  F N < =1 1 F - 0 1 1 mu 0 0 0 0  I N P U T  I S

RD 5 1 6 0  C r I z O F F I E M * 1 1 1 6 UK 6 8 1 0  P O K E  C U R S , N 1
VP 5 1 7 0  ?  F S ( C E I . 6 2 , C F I T 4 1 1 ) ; VS 0 1 8 0  E X E C  W I P E

KK 5 1 8 0  I F  F S ( C E I . M 1 0 , C F 1 4 1 1 1 1 2 ) < JX 6 1 1 8  I F  1 E 6 ( 1 5 ) ( 6 1
) . •  i i YY 6 1 2 0  E X E C  E R R O R

RB 5 1 / 0  ?  " . " ; BP 6 1 3 0  G O U  T I T L E
OG 5 2 8 0  E L S E HZ 6 1 4 0  E M D I F

F x 5 2 1 0  ?  -  - ; 01; 6 1 5 0  T S 7 . I $
HE 5 2 2 0  E N D I F KM 6 1 6 0  P O S I T I O N  1 1 8 .1 1 3
VE 5 2 3 0  ?  F S ( C F I 4 1 1 1 0 , C F I + 1 1 1 2 ) ; YB 6 1 / 0  ?  " D i s k  t i t l e  ; "
GO 5 2 4 0  I F  C O L ( 1 4 2  • PM  6 1 .6 8  ?  I S
KA 5 7 5 0  ?  "  " ; EC 6 1 9 0  P O S I T I O N  N O V
MO 5 2 6 6  E N D I F UK 6 2 6 0  ?  " D i s k  D i r  c a t a l o g u e  s h e e t  r e q
KM 5 2 7 8  E L S E a i r e d  7 "

X 0  5 2 8 0  ?  "  1 1 3
R /  6 2 1 0  P O S I T I O N  1 1 1 5 , Y+ 1 4 2

UT 5 2 9 0  E N D I F AY 6 7 7 0  ,  " g e s  o r  0 0 "
L X 5 3 0 0  N E X T  C O L OX 6 2 3 8  E X E C  1 1 1 4 _ KEV
JV 5 .1 1 .0  N E X T  R O W WG 6 2 4 0  E X E C  W I P E
T V 5 3 2 0  E L S E J Y  6 2 5 0  C A T _ F L A G = N 1

MM 5 3 3 0  P O S I T I O N  4 1 0 , 8 9 NO 6 2 6 0  P O S I T I O N  8 8 , 8 7
VW 5 3 4 0  ?  " N o  fi l e s  o n  t h i s  d i s k  f fl " VG 6 2 7 0  ?  " D i S k  C a t a l o g u e  s h e e t  " I
XF 5 3 5 0  F N D I F KM 6 2 8 0  I F  K = 7 8
PS 5 3 6 0  P O S I T I O N  8 5 , 2 2 P7  6 7 9 0  ?  " M U  " I
KR 5 3 7 0  ?  " N o n t i n u e  O k i ,  t h i s  d i LR 6 3 0 8  C A T _ F L A G = 1 1 0

s k " ; WU 6 3 1 0  E N D I F
WE 5 3 8 0  U  C O N T S KT P 5 0  6 3 1 0  ,  " r e q u i r e d "
WR 5 3 9 0  E X E C  W O I T _ K E Y DO 6 3 3 0  P O S I T I O N  M O O (
GU 5 4 0 6  I F  K I / 6 7  A N D  K 0 8 3 TB 6 3 4 0  ?  " D i s k  I n s e r t  r e q u i r e d  ? "
Z A 5 4 1 8  E X E C  E R R O R RH 6 3 5 0  P O S I T I O N  0 1 5 , V 4 1 0 2
All 5 4 2 0  G O U  C O N T S K I P IIM 6 3 6 0  ?  " g e s  o r  C i o "
1(8 5 4 3 0  E N D I F PL  6 3 7 0  E X E C  l e N _ KE Y
ZA 5 4 4 0  E N D P R O C WU 6 3 6 0  E X E C  W I P E
YD 5 4 5 0  - - .  - - 0 1  6 3 9 0  I N S . F I 4 G = N 1
VG 5 4 6 0  - XA 6 4 0 0  P O S I T I O N  1 4 0 , 1 1 1 0
ET 5 6 0 0  P R O C  D I S K _ H E A D E R AX 6 4 1 0  ?  . .

6 1 5 k  
I n s e r t  
" ;

8 0  5 6 1 0  T I T I L E C O L = 4 6 J V  6 4 7 0  I F  K = 7 8

01  5 6 2 8  8 A C K C O L = 3 2 P t  6 4 3 0  ?  " C C U  " ;
DD '
,
.
7 .
e  
C
O
n
O
L
U
M
:
0
T
4

TO 6 4 4 0  I N S _ F L A G = N O
LIZ 5 6 4 0  E X E C  1 4 K6 _ 5 C R N M I  6 4 5 0  E N D I F
5 1  5 6 5 0  N  S T O M T _ M E AD SP 6 4 6 0  -

,  
" r e q u
i r e d "

CM 5 6 6 0  V = 6 . 1 2 : L I N E S = N 5 YK 6 4 7 0  P O S I V I O N  1 0 1 , Y1 .0 1 1
I P  5 6 7 0  U  D / S K _ N U M VZ 6 4 8 0  ?  " N o n t i n u e  0 0  a g a i n "
E l  5 6 8 0  P O S I T I O N  M O , Y OW 6 4 9 6  P O S I T I O N  1 4 1 3 , V4 0 1 3
L I  5 6 9 0  7  " D i s k  n u m b e r  " ; MG 6 5 0 0  ,  " O k i p  t h i s  d i s k "

C l  6 5 1 0  U  R E K E Y



F , 0 F F + 4 3 ) ;

WO 6 5 7 0 EXEC  W A I T  OfFN . UL 7 6 1 0  P R I N T  1 1 0 4 7 ;C H R S ( 0 1 7 7 ) ;C H R S ( 1 1 9 ) ;CO I 6 5 3 0 I F  K 0 6 7  A N D  K 0 6 8  A N D  1 1 0 8 3 H R S(0 1 0 )
ZM 6 5 4 0 EXEC  E R R O R KO 7 6 2 0  F O R  1 = 8 1  T O  8 0
CM 6 5 5 0 GOO R E K E V mr 7 6 3 0  P R I N T  f t 1 1 2 ; " - " ;XM 6 5 6 0 EM OTE C J 7 6 4 0  N E X T  I
JO 6 5 7 0 I F  1 1 =6 7 TX 7 6 5 0  P R I N T  U N ?HP 6 5 8 0 OFF=1 1 0 H x 1 6 6 0  0 F F 7 0 F F . 8 4 4 . 0 1 3ZN 6 5 5 0 F S ( 0 F F . 0 F F 4 N 2 ) = 0 N 5 TO 7 6 7 0  P R / N I  U N ?
01 6 6 0 0 0 F F =0 F F # 0 1 3 KR 1 6 8 0  I F  R T P > N 0NX 6 6 1 8 F 5 C O F F , 0 F F 1 .7 , 0 1 4 TI 7 6 9 0  F O R  R O W =N O  T O  R I P

-
N 1

NE 6 6 2 0 OF F 7 zOF F •N 1 5 5 7 7 0 0  P R I N T  O N 7 ; "  " ;OU 6 6 3 8 I F  L E N ( T S ) ( 1 8 4 4 OP 7 7 1 0  F O R  C O L - N O  T O  8 78 P 6 6 4 8 FOR  I = L E 0 1 1 1 S 1 + 0 1  T O  N 4 4 AY 7 7 2 0  F O O = R 0 1 4 4 ( C O L * R T P )OW 6 6 5 0 I S C I , I ) = "  " RN 1 1 3 0  I F  FWNI<=1411
-

Ko 6 6 6 0 N EXT  I RL 7 7 4 0  c r / = O F F • F N A N s eUE 6 6 7 0 E N D I F OS 7750 P R I N T  um7;IFScicTz .cr I4481TM 6 6 8 8 F S ( O F F , 0 F F 4 4 3 ) = T 8
EF 6 6 9 0 0 FF=O FF4 N4 4 KS 7 7 6 8  I F  F S ( C I F I . 1 8 1 0 , C F I . 1 8 1 7 ) (U8 6 7 8 0 ELSE • •  • •

KM 6 7 1 0 I F  1 1 -7 6 8 KA 7 7 7 0  P R I N T  U N 2 : ” . . ;UA 6 7 2 0 C I S RO 7 7 8 0  E L S ERS 6 7 3 0 GOO ST AR T _ H EC I D 0 0 7 7 1 8  P R I N T  M N 7 ; "  " ;f X 6 7 4 8 E N D I F MM 7 8 0 0  E N D I FMO 6 7 5 0 EN D I F J2 7 8 1 0  C E I = C F I 4 0 1 0ZN 6 7 6 0 EN D PR OC OF 7 8 7 0  P R I N T  U 1 0 7 ;F 5 1 C F I , C F I t 1 1 7YO 6 7 1 0
VT 6 7 8 8 OD 1 0 3 0  C F / f . -

-
C F I 4 M 3

HR
118

7 8 8 8
78181

PROC P R ( P _ D I R
I F  O UT=NO

DE 7 8 4 8  P R I N T  12147;" c " ; T S C C F 1 , c
F I • m i ) ;CF 7 8 2 8 EXEC S E T_ P RTR ER 7 8 5 0  P R I N T  1 1 0 7 ; " 1 " ;WV 7 8 3 0 E N D I F OK 7 8 6 0  I F  C O L < 2AU 7 0 4 0 I t R E pR _ R I R RU 7 8 1 0  P R I N T  1 4 1 1 2 ;" M i aAK 1 0 5 0 T I T L E C O L = 2 6 NK 7 8 8 0  E N A I FVP 7 0 6 0 BAC KC O L =1 4 4 Lm zase E L S E

2 0 7 0 7 8 C H A R I U M N I Z HE 1 9 0 0  P R I N T  U 1 4 2 ;HT 78180 EXEC  D E F _ S C R N M I 7 9 1 0FR 7 0 9 0 OFF1 7 8 P MR 7 9 7 0  N E X T  C O LO v 7 1 0 0 I F  L N D I R _ E L . N O 0 6 7 1 3 0  P R I N T  U N ?
MD 7 1 1 0 RTP =N22 KV 7 1 4 0  N E X T  R O WTN 7 1 2 0 ELSE UV 1 9 5 0  E L S EWE 7 1 3 0 R T P = I N T ( C M F . 2 . 5 ) / N 5 ) N J 7 9 6 0  P R I N T  1 1 0 7 :P R I N T  M H Z : P R I N T  O N 2NA 7 2 4 0 ENNIO

,
JO 7 9 1 0  P R I N T  1 1 1 1 2 ;" N O  F I L E S  O N  T H I SMA 7 1 5 0 I F  R T P

. 1 .
0 5
1
4 1 4 ) M
t P P
-
L I N E S
U M

D I S K ! "
TG 7 1 6 8 EXEC  N E M — P AG E XM 7 1 8 8  P R I N T  O N 7 ; "X J 7 1 7 0 E N D I F
RX 7 1 8 0 EXEC  O P E N _ P R T R MS 7 s 9 e  P R I N T  U N Z : P R I N T  1 0 1 2 :P R / N T  U N ?TM 7 1 9 0 P O S I T I O N  1 4 6 , 1 4 1 KR 8 8 8 8  R I P N 8
XX 7 2 0 0 " P r i n t i n g  d i s k  d i mn 8 0 1 0  E N D I F
I V 7 2 1 0 EXEC  P R _ D I R SO 0 8 7 8  P R I N T  T I N ?
KE 7 2 2 8 C L O SE u s s z JR 8 8 3 0  I F  R E P ) N 0
AT 7 2 3 8 LI NE S UN= LI NE S e W N5 4 RTp4 N4 PT 8 8 4 8  P R I N T  1 1 0 1 7 ;" " 1 1 . $ 1 8 P 4 -OP 7 7 4 8 I F  D P P =1 1 8 0 4 8 J 8 P . 0 5 0 1 ;
DY 7 2 5 0 I F  M I P P

-
L I N E S
U P O N I

AK 8 8 5 8  P R I N T  0 F 1 7 ; "  F i l e s  4 1 9  •
SR 7 2 6 0 EXEC  O P E N _ P R I R CP 80641 0 F F z 8 P 4 0 1 5 1 1 . 8 F 0 1 4 1 1 6
GG 7 2 7 8 P R I N T  U N Z : P R I N T  01012 V I 8070 P R I N T  unz ; r S c or i r , ov f . m s ) :
PE 7 7 8 0 CLOSE s t a OA 8 0 8 0  P R I N T  1 * 1 1 2 ;" U s e d  s e c t o r sTA 7 7 9 0 1 / N ESU M =L I N ESU M - 1 0 4 7 p .

T E 7 3 8 0 [ M a r PV 8 0 9 8  O F F : = O F F . N 4
TX 7 3 1 8 E L S E TM 8 1 0 0  P R I N T  O N 7 ; F S ( O F F , O F F . N 2 ) ;
SV 7 3 2 0 EXEC  N E M L P AG E OD s l l e  P R I N T  1 4 1 4 7 ;" F r e e  s e c t o r s "
XIS 7 3 3 0 E N D I F TX 8 1 7 0  E L S E
XX 7 3 4 0 EXEC  A N O I N _ C O P HH 8 1 3 8  P R I N T  U N 2
LH 7 3 5 0 I F  K = 8 9 XB 8 1 4 0  T N D I F
C l 1 3 6 8 C ES TO 8 1 5 0  P R I N T  U N ?
/ K 7 3 7 8 GOO R E P R _ D I R KR 8 1 6 8  F O R  I z 1 1 1  T O  8 8
X0 7 3 8 0 E N D I F zG a t z e  P R I N T  0 1 1 1 2 ; :
Z P 7 3 9 0 EN D PR OC CM 8 1 0 0  N E X T  I
X0 7 4 8 8 TN 8 1 9 0  P R I N T  U N ?
X I 7 4 1 0 VI I 8 7 0 0  E N D P R O C
KA 7 5 8 0 PROC P R _ D I R XO 8 2 1 8
KJ 7 5 1 0 FOR I =1 1 1  T O  8 0 X I 8 7 2 8
VT 7 5 2 0 P R I N T  M N 7 ; " ; P8 8 4 0 8  P R O C  P R E P _ I N S
CIE 7 5 3 0 N EXT  I KK 8 4 1 0  I F  O U T = N O
1 8 7 5 4 0 P R I N T  0 8 1 2 ;C H R 3 1 1 1 1 3 1 CO 8 4 2 0  E X E C  S E T _ P R T R
MX 7 5 5 0 P R I N T  U N 2 ;C H R 1 ( 1 1 7 7 ) ;C H R 5 ( 1 1 9 ) ;C XL 8 4 3 0  E N D I F

H I T S ( N I ) ; BG 8 4 4 8  I F  L I N E S U M ) H L
We 7 5 6 0 P R I N T  M N 2 ; " D i s k  N o . " ; E S T O F F , O F F TX 8 4 5 8  E X E C  N E M L P AG E

* N Z ) ; XM 8 4 6 0  E N D I F
UR 7 5 7 0 O F F =O F f 4 N 3 ND 8 4 7 0  8 P = N 1
0 2 1 5 8 0 P R I N T  U N 2 ; ”  S i d e  " n r S ( o r r , X c 8 4 8 8  F U R  D I S K=0 1 1  T O  N D

O F F ) ; FU 8 4 9 0  R E P R _ / N S
TP 7 5 9 0 O F F =O F F 4 M 1 1 0 8 5 0 0  T I T L E C O L = N 2 6
CZ 7 6 8 8 P R I N T  1 4 8 2 ; "  T i t l e :  . 0

,
5 ( O F

DISK FILE TRACKER

continued 4 r
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DISK FILE TRACKER
PT
OP
HP
Ka
I N
AV

8 5 1 0  B A C K C O L = 1 1 1 8
8 5 2 0 .  C H A R L U M = 1 4 1 2
8 5 3 0  E X E C  D E F _ S C R N
8 5 4 0  N F = O A L t E S t 8 P * 6 8 4 8 , 8 P . 0 5 0 ) )
8 5 5 0  I L R O W 5 = I N I ( E N F 0 1 : 5 1 1 / 0 2 )
8 5 6 0  I N S E R T S = I N I C t I L R O W 5 f 1 / 2
-
N 1 1 / M R

I N
KE
SS
UP
OD
HN

9 1 4 0  P R I M )  ) 1 0 8 2 ;8 5 ( 1 1 1 .1 4 1 0 ) ;1 2 5
9 3 5 0  I F  R I P > N 0
9 3 6 0  F O R  ROW=8101 T O  R I P - N I
9 3 7 0  P R I N T  U N 7 : 8 S ( N I , N 1 0 ) ; " I  " ;
9 1 0 0  F O R  C O L - N O  T O  N I
9 3 9 0  F I S F A P
-
F R O W . c C O
L * R I P )

p I f e l l 1 Mx 9 4 0 0  I F  E n t : 4 4 F  N I
n v 8 5 7 0  F O R  P A G E = N 1  T O  I N S E R T S OY 9 4 1 0  C F I = O F F 4 F 1 0 1 0 1 6
OH
n a

8 5 8 0  O F F = 8 0
8 5 9 0  R A 7 M R P I

RI 9 4 2 0  P R I N T  1 1 1 4 1 ;F S E C E I , C F / i N 9

EN 0 6 0 0  I F  P A G E 2 I N S E R T S JZ 1 4 1 0  C F I = C F I f fi 1 0
CD
vn

8 6 1 0  R A . R A
-
N 2
8 6 2 0  E N D I F

I I . 1 4 4 0  I F  F S ( C F I . C F I + 0 2 ) ( 1 "

OP 0 6 3 0  R I P = R A JO 14450 P R I N T  U N 2 ; " . " )
TG 8 6 4 0  f A P = C P A G E - N 1 1 0 M R P I * N 2 RC 9 4 6 0  E L S E
VX 8 6 5 0  F 1 = 1 1 1 F - F A P UG 9 4 7 0  P R I N T  U N 2 ; "  " ;
EA 8 6 6 0  R A P = M 0 6 E - 0 1 1 1 0 m R P I ME 9 4 0 0
L s 8 6 7 0  R 1 T - I L R O W 5 - R A P HU 9 4 9 0  : : : :

F
T  
U N 2 ; F S
C C F / , C
F I fl i 2

PH 0 6 8 0  I F  1 N 1 8 1 5 _ F L . N 8
OF 8 6 9 0  I F  F L ( R T I F PO 9 5 0 0
PIN 8 7 0 0  R I P m f t CR 1 5 1 0  P R I N T  U 1 1 2 ; "  ( " ; F S ( C F I , C
D I 8 7 1 8  E N D I F F I F 8 2 ) ;
1 0 0 7 2 0  E L S E EL 9 5 2 0  P R I N T  U 8 I ; " ) " ;
011 8 7 3 0  I F  1 1 1 ( 1 1 I P TIC 9 5 1 8  I F  C O L = N 8  T H E N  P R I N T  U N
0 7 0 7 4 0  R I P = 8 1 1 2 ; "  " ;
BU 0 7 5 0  E N D I F Ko 1 5 4 0  E L S E
UP
o v

8 7 6 0  E N D I F
8 7 7 0  I F  M R P I • N / > M I P P
-
L I N E S U M

MC
SU

9 5 5 0  P R I N T  1 2 8 7 ;0 S ( N 1 . 1 1 2 8 ) ,
9 5 6 0  E N D I F

040 8 / 8 0  E X E C  N E K _ P A G E NA 9 5 7 0  N E X T  C O L
vY 8 7 9 0  E N D I F DC 9 5 0 0  P R I N T  U N 2 ; "  I "
SM 8 8 0 0  E X E C  O P E N _ P R T R LE 9 5 9 0  N E X T  R O W
HV 8 8 1 0  P O S I T I O N  0 6 , 0 1 NA 9 6 0 0  E N D I F
SM 0 0 2 0  ?  " P r i n t i n g  d i s k  i n s e r t ( s ) . ET 9 6 1 8  0 1 ) = R A - R I P

. . . " HD 9 6 2 0  I F  8 0 ) 1 0 0
DX 8 0 3 0  E X E C  P R _ I N S CD 9 6 1 0  F O R  8 L L =0 1 1  T O  B R
PF 8 8 4 8  C L O S E  U 1 1 2 L A 1 6 4 0  P R I N T  U 1 4 2 ;8 5 0 4 1 , 0 1 . 8 ) ;L 2 S
RM 8 8 5 0  L I N E S U M m L I N E S U M 4 m 0 P I . N / SN 9 6 5 0  N E X T  B L L
Xo
BD

8 0 6 0  I F  M L P P - 1 I N E S U m > m t
8 8 7 0  E X E C  O P E N _ P R I R MS OX 7

4
6
7
:  
:
7
F
5
1
.
A
G
E
=
I
N
S
E
R
T
S

DE 8 0 8 0  P R I N T  U N 2 : P R I N T  U N ? CR 9 6 8 0  C F 1 .
-
; O F F
+ N F * 0 1
6

M I 8 8 9 0  C L O S E  U N ? H i 9 6 9 0  P R I N T  U 8 1 2 ;1 1 $ ( 1 1 1 , 1 1 1 0 ) ;1 2 $
UK 8 9 0 0  L I N E 5 U M = L I N E 5 U M I N 2 KO 3700 m S = s l i t S ( i o r )
0 E 8 9 1 0  E N D I F KM 9710 L = 3 _ t e s ( e i S )
ME 8 9 2 e  N E X T  P A G E AD 9 7 2 0  W S = "
T i 8 9 3 0  E X E C  AN O T H _ C O P AV 9 7 3 0  W S ( 1 1 1 . 1 ) = H S
NE 0 9 4 0  I F  K z 8 1 AU 9 7 4 0  p i / E N T  u 1 1 2 ;8 5 6 N 1 , 1 4 1 0 ) ;"1  fi l e
EX 8 9 5 0  G O U  R E P R _ I N S s :  " ; 1 4 S ;
U J 8 9 6 8  E N D T F RE 9 7 8 0  P R I N T  U 8 2 ; "  S e c t o r s :  " ;
MU 8 3 7 0  0 P . 7 C F I

-
F N 3

XI I 9 7 6 8  H
5
. F S (
C F I .
C f r +
1 0 3 )

DY 8 9 8 0  N E X T  D I S K L E 9 7 7 0  L = L E N ( H S )
MV 8 9 9 0  N I F = N O XI I 9 7 8 0  • •
I P 9 0 0 8  B P = 1 , 1 0 I C 9 7 9 0  W S ( 1 1 5 - L , N 4 ) = H S
DN 9 8 1 0  E X E C  N E W _ P AG E Ftp 9 8 0 0  P R I N T  U N 2 ; W S ; "  u s e d  ,  " 1
YO 9 0 2 0  E N D P R O C HS 9 8 1 0  C F I z C F I F . N 4
MT 1 0 3 0 VY 9 8 2 0  H S = F S ( C F I , C F I . 0 1 2 )
KW 9 0 4 0 KU 9 8 3 0  L = L I E N ( H S )
PZ 9 1 8 8  p R O c  P R _ I N S At 9 8 4 0  W 5 m "  "
G0 9 1 1 0  P R I N T  1 2 N 2 ;1 1 5 0 1 1 , 0 1 0 ) ;L I S PP 9 8 5 0  W S ( 0 4

-
1 , 0 3 ) 7 M S

I C 5 1 2 0  P R I N T  U 1 1 1 2 ;0 5 ( 0 1 , 1 1 1 0 ) 1 1 2 5 I X 9 8 6 0  P R I N T  1 1 1 8 2 ;M S ;" f r e e  I "
LW 9 1 3 0  P R I N T  U N 2 :0 5 ( 8 1 , 1 0 1 1 0 ) ; " ,  " ; X i 9 8 7 0  E N D I F
Wo 9 1 4 8  P R I N T  1 2 1 4 2 ;C H R S ( N 2 7 ) ;C H R S ( 1 1 9 ) ;C I L 1 8 0 0  P R I N T  1 1 1 6 2 ;B S ( N 1 , 8 1 0 ) ;L I S

0 R S ( 1 1 1 ) ; 8 0 9 8 9 0  E N D P R o C
DU 9 1 5 0  P R I N T  1 1 1 1 2 ;"D i s k  N o .  - ; v c 9 9 0 0
KB 1 1 6 0  P R I N T  U N 2 ;F 5 C O F F , O F F F - 8 2 ) ; vF 9 9 1 0
BF 9 1 / 0  P R I N T  U 1 1 2 ;"  S i d e  " ; I t / 1 0 8 0 0  P R O C  AN O T H _ C O P
E114 1

0
1
8
0  
P
R
I
N
T  
U
N
2
;
F
S
(
0
1
1
4
N
3
,
0
F
F
4
N
3
)
;

WK 1 0 0 1 0  T I T L E C 0 1 . 7 , 8 2 6
I X 9 1 9 0  P R I N T  U N ? ; " I N 1 0 0 2 0  B A C K C O L m 1 1 1 6
0 0 9 2 0 0  I F  I N S E R T S > N 1 PM 1 8 0 1 0  C H A R 1 U 8 4 = 0 1 1 2
NM 9 7 1 8  P R I N T  U N 2 ; " P a g e  " ; L E 1 8 0 4 0  E X E C  D E F _ S C R N
XX 9 2 2 8  W S T . S I R S ( P A G E ) FT 1 0 0 5 0  P O S I T I O N  0 1 0 , 0 9
0 1 9 2 3 0  P R I N T  0 1 4 2 ;W S ; TY 1 0 0 6 8  ?  " P r i n t  a n o t h e r  c o p y

,  ? "UG 9 7 4 0  E L S E WII 1 0 0 7 0  P O S I T I O N  0 1 1 1 5 , 0 1 1
141 9 2 5 0  P R I N T  0 1 0 2 ; " I T 101080  ?  " D o s  o r  C O "
XX 9 2 6 0  E N D I F I S l eeve  t i m e  YN_KEY
ma 9 2 7 8  P R I N T  n N I ; C H R S C 2 7 ) ; C H R S ( 1 1 9 ) ; C H CU 1 0 1 0 0  E N D P R O C

PS ( N O ) ; HT 1 0 1 1 0
EN 9 2 8 0  P R I N T  U N ? ; "  ! • FIX 1 0 1 2 0
Kb 9 2 9 0  P R I N T  M O 2 ; 8 5 ( 0 1 . 0 1 0 ) ; 1 3 5 5G 1 0 2 0 8  P R O C  N E W - P A G E
Sc 1 3 8 8  P R I N T  U N 2 ; B S C N I , N 1 8 1 ; " I  D O S  2 . 5 0 1 0 2 1 0  E X E C  O P E N _ P R T R

5 f o r n a t " ; 1 3 $ ( 1 4 1 , 3 2 ) ; " 1 " kV 1 0 2 2 0  F O R  1 = 0 1  T O  M C P P - L I N E S U M . H 1
CU 9 3 1 0  P R I N T  U N 2 0 0 S t N 1 . 1 0 1 0 ) ; 1  " ; F 5 ( 0 I L 1 0 2 3 0  P R I N T  U N ?

f F + 0 1 4 . 0 E F • 4 7 ) ; "  I " FM 1 0 2 4 0  N E X T  I
DI . 9 3 2 0  O F F O F F 4 N 5 1 XI I 1 0 2 5 0  P R I N T  M 4 2 : C H R S E N 2 7 ) ; C H R S ( 6 4 ) ;
JN 9 3 3 0  P R I N T  4 0 1 2 ;0 5 0 1 1 , 1 4 1 0 ) ;1 3 5 TN 1 0 2 6 0  C L O S E  U N ?
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DISK FILE TRACKER
BB 1 0 2 7 0 L I N E S U M :# 1 YZ 1 1 5 9 0 (1 1 0 1 1
ED 1 0 2 6 0 EN D PR OC I L 1 1 6 0 0 P O S I T I O N  N i 2 . 1 0 1 1
JC 1 8 7 9 0 RO 1 1 6 1 0 ? " P r o g r a m  a n d  a l l  -
HV 1 8 3 0 0 OR 1 1 6 2 0 P O S I T I O N  1 4 1 2 .0 1 1 2
OH 1 8 4 0 0 PR OC  A N O T H _ O / S K NP 1 1 6 3 6 ? " v a r i a b l t - s  c l e a r e d  I "
WW 1 0 4 1 0 I I T L EC O L 7 .1 4 2 6 I L 1 1 6 4 0 PO KE 7 5 2 , 8 0
OE 1 0 4 7 8 l i fi c K C O L I 7 E . YN 1 1 6 5 0 P O S I T I O N  0 0 , 1 1 7 0
PY 1 0 4 3 0 C H AR L U M =N 1 2 OM 1 1 6 6 0 EXEC  E N _ B R K
SH 1 0 4 4 8 EXEC  C .7 ..] / ..5 C O N I R EM  _1411#44 .14MAMk? JR 1 1 6 7 0 C 1 R  N E W
HO 1 0 4 5 0 P O S I T / O N  0 1 3 , 1 1 0 ER 1 1 6 8 0 EN D PR OC
L I 1 0 4 6 0 ? - A n o t h e r  d i s k  ? " JO 1 1 6 1 0
ZH 1 0 4 7 0 P O S I T I O N  0 1 1 5 , 0 1 4 I J 1 1 7 0 0
J I 1 8 4 8 8 ? " g i p s  o r  D o " HM 1 2 0 0 0 PROC Y N _ K E V
I N 1 0 4 9 0 EXEC  Y N _ K E Y U2 1 2 0 1 0 #  K E Y _ R E S P
ES 1 8 5 0 0 C 1 5 TO 1 2 0 2 0 EXEC  W A I T _ K E V
DK 1 8 5 1 8 EN D PR OC PB 1 2 0 3 0 I F  0 0 6 9  A N D  # 0 7 8
I J 1 0 5 2 0 OG 1 2 8 4 0 EXEC  E R R O R
I N 1 0 5 3 0 MO 1 2 0 5 0 GOO K E Y _ R E 5 P
C J 1 8 6 0 0 PROC M E M L F U L L VA 1 2 0 6 8 E N D I F
SM 1 8 6 1 0 T I T L E C O L z 4 6 DX 1 2 8 7 0 EN OPR OC
Elf 1 8 6 7 0 5 AC KC OL-7 .2 6 I N 1 2 0 6 0
EV 1 8 6 3 0 C H AR L U M =0 8 JR 1 2 7 0 0 PR OC  W A I T _ K E Y
EM 1 0 6 4 0 U XEC  D E F . . S C R O OP 1 2 2 1 0 POKE C H , 2 5 5
PT 1 0 6 5 0 P O S I T I O N  N 6 , 0 4 6 L I 1 2 2 2 0 GET K
TX 1 8 6 6 0 " < ( ( <  I N D E X  M E M O R Y  F U L L  ) ) ) ) ON 1 2 2 1 8 EN D PR OC

I N 1 2 2 4 0
T V 1 0 6 7 0 P O S I T I O N  1 4 9 , 0 0 1 0 1 2 2 5 8
1 J 1 0 6 0 8 ? " C l e a r  i n d e x  m e m o r y  b y " I f 1 2 4 0 0 PR OC  E R R O R
VC 1 0 6 9 0 P O S I T I O N  N / . N 9 Z Y 1 2 4 1 0 POKE 1 1 C , 5 4
I V 1 0 7 8 0 7 " p r i n t i n g  d i s k  i n s e r t s " 1 # 1 2 4 7 0 POKE C 1 , N 8
F E 1 0 7 1 0 P O 5 I T I O N  0 5 , N 1 5 J J 1 2 4 3 0 SOUND N 8 , 1 5 0 , 1 1 1 0 . 6
UX 1 8 7 2 8 ? " P r e s s  a n y  k e y  t o  c o n t i n t l e . . I I 1 2 4 4 0 PAU SE 1 4 1 5

. . . " m6 1 2 4 5 8 SOUND
UL 1 8 7 3 0 EXEC  W A I T _ K E Y BB 1 2 4 6 0 POKE B C , B A C K C O L
MO 1 0 7 4 0 C L5 DP 1 2 4 7 0 POKE C L , C H A R L O M
EG 1 8 7 5 0 EN D PR OC EN 1 2 4 0 8 1E010000c
JF 1 8 7 6 8 JM 1 2 4 9 0
J J 1 8 7 7 8 I F 1 2 5 0 0
NC 1 1 8 8 8 PROC E X I T - I N S WY 1 2 6 0 0 PR OC  W I P E
WM 1 1 8 1 0 T I T L EC 0 1 .7 1 1 2 6 AC 1 2 6 1 0 P O S I T I O N  0 0 , Y
DR 1 1 0 2 0 O AC KC O L =2 6 UK 1 2 6 7 0 FOR T =1 1 1  T O  L I N E S
( I 1 1 8 3 8 C H AR L U M 1 1 8 VD 1 2 6 3 0 ,  B S ;
EG 1 1 0 4 0 EXEC  D E F _ S C R N FM 1 2 6 4 8 N EXT  I
T A 1 1 0 5 0 P O S I T I O N  1 4 1 , N 8 EN 1 2 6 5 0 EN D PR OC
0 0 1 1 0 6 0 ? " P r i n t  d i s k  i n s e r t s " JG 1 2 6 6 8
UE 1 1 8 7 8 P O S I T I O N  N 9 , 0 9 JK 1 2 6 7 0
CO 1 1 0 6 0 ? " b e f o r e  l e a v i n g  p r o g r a m " WO 1 4 0 0 0 PR OC  S E T _ P R I R
FR 1 1 0 9 0 P O S I T I O N  N 5 , 0 1 5 EA 1 4 0 1 0 [ N EC  D E F _ S c R N
T Z 1 1 1 8 8 ? " P r e s s  a n y  k e y  t o  c o n t i n u e . . 115 1 4 8 2 0 PO KE 1 1 C „1 7 1 .

I. 8 o EM 1 4 0 3 0 POKE C 1 . 1 1 1 2
TN 1 1 1 1 0 EXEC  W A I I _ K E Y PL 1 4 0 4 0 P O S I T I O N  N 4 , 0 0
1 0 1 1 1 2 8 C 1 5 MD 1 4 0 5 8 ? " S e t  p r i n t e r  t o  s t a r t  o f  n e w
D I 1 1 1 3 8 EN D PR OC P a g e "
I N 1 1 1 4 0 S t 1 4 0 6 0 P O S I T I O N  0 1 1 , 0 1 1 8
I L 1 1 1 5 8 CS 1 4 0 7 0 ? " t h e n  p r e s s  a n y  k e y "
PR 1 1 2 0 0 PROC C O N T I N u 5 1 4 8 6 0 EXEC  W A I T - K E Y
SC 1 1 2 1 0 T / T 1 E C O L =4 0 MU 1 4 0 9 0 C I S
OA 1 1 2 2 0 8 4 C KC 0 1 - 7 1 7 6 SO 1 4 1 0 0 EXEC  O P E N _ P A I R
PU 1 1 2 3 8 C H AR LU M .1 1 1 2 MN 1 4 1 1 0 P R I N T  1 1 1 1 2 ;C H R 5 ( 0 2 7 ) ;, C H R S ( 6 4 ) 1
EM 1 1 2 4 0 EXEC  D E F _ S C R N I C 1 4 1 2 0 C L O SE U N ?
D I 1 1 2 5 8 P O S I T I O N  1 1 5 , 1 1 6 AK 1 4 1 3 0 POKE B C , B A C K C O L
XX 1 1 2 6 0 ? " < ( ( ‘  D I S K  I N S E R T S  P R I N T E D CV 1 4 1 4 0 POKE C L , C H A R L U M

) ) ) " AY 1 4 1 5 8 L I N E5 U M =1 1 1
TO 1 1 2 7 0 P O S I T I O N  1 1 1 2 , 1 1 1 0 K8 1 4 1 6 0 OUT=1 1 1
OE 1 1 2 8 0 ? "M E M O R Y  N O W  C L E A R " EE 1 4 1 7 8 EN D PR OC
F X 1 1 2 9 0 P O S I T I O N  0 5 , 1 1 1 5 JD 1 4 1 8 0
UF 1 1 3 0 8 ? - P r e s s  a n y  k e y  t o  c o n t i n u e . . JH 1 4 1 9 0

. . . " BY 1 4 4 0 0 PROC O P E N _ P R I R
TT 1 1 3 1 0 EXEC  W A I T _ K E Y L I 1 4 4 1 0 I R V _ A L A I N
LW 1 1 3 2 0 C L 5 I L 1 4 4 2 0 C L OSE U N ?
DO 1 1 3 3 8 EN D PR OC I D 1 4 4 3 8 TR AP U P R T R _ E R R
I N 1 1 3 4 8 KP 1 4 4 4 0 OPEN  1 1 0 2 , 0 8 . 1 1 0 . " P : "
I R 1 1 3 5 8 I A 1 4 4 5 0 T R AP 4 8 0 8 0
AD 1 1 5 8 0 PROC E N D _ 5 C R N t J 1 4 4 6 0 EN D PR OC
HZ 1 1 5 1 0 G R AP H I C S  N O BG 1 4 4 7 8 REM  P R I N T E R  E R R O R
0 5 1 1 5 2 0 P O S I T I O N  N 1 4 , 8 3 H I 1 4 4 8 0 P R I R _ E R R
AR 1 1 5 3 0 ,  " E M I T  P R O G R A W ' NC 1 4 4 9 0 C 1 5  : P O S I T I O N  8 9 , 8 8
ER 1 1 5 4 8 P O S I T I O N  N 1 4 , 1 8 4 I M 1 4 5 0 0 ? " P R I N T E R  N O T  R E S P O N D I N G "
OP 1 1 5 5 0 ?  "  •  • 1.18 1 4 5 1 0 EXEC  E R R O R
KD 1 1 5 6 0 I F  I N 5 _ F L AG- 7 - 0 1 1 5 K 1 4 5 2 8 PAU SE 0 5 8
LP 1 1 5 / 0 P O S I T I O N  N 7 , 0 1 7 CO 1 4 5 3 0 C LS
GR 1 1 5 8 0 ? " A l l  d i s k  i n s e r t i s ,  P r i n t e KT 1 4 5 4 0 GOU T R Y _ A b A I N

d "
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DISK FILE TRACKER
JD 1 4 5 5 0 UD 1 6 2 7 0 1

-
,
.
C
R
N
M
O
D
E
8
7

JH 1 4 5 6 0 TM 1 6 7 0 0 C U R 5 =7 5 2
OP 1 5 8 0 0 PR OC  • I S K _ N O R E S P N J 1 6 2 9 0 L M AR G - 8 2
OU 1 5 0 1 8 T I T L E C O L =2 6 XU 1 6 3 0 8 R M AR G=8 3
DE 1 5 0 2 0 BAC KC O L =5 4 DO 1 6 1 1 0 C 1 1

,
- 7 6
4

1 0 1 5 8 3 0 cH AR LuM =1 .1 1 GM 1 6 3 7 0 T C =7 8 8
1 0 1 5 8 4 0 EXEC  D E E _ S C R N MA 1 6 1 3 0 8 C =7 1 8
8 5 1 5 0 5 0 P O S I T I O N  N 1 0 , 0 4 r i 1 6 3 4 0 CL=70.3
DE 1 5 8 6 0 " D I S K  D I D  N O T  R E S P O N D " WV 1 6 3 5 6 E R C O L =5 4
P1 1 5 0 7 0 P O S I T I O N  0 1 4 , 1 1 8 NG 1 6 3 6 0 8 1

1
= 0
1

RH 1 5 0 8 0 ? " I s  d i s k  i n  d r i v e  a n d  d o o r  c M I 1 6 1 7 0 14D=N0
l o s e d - K r 1 6 3 8 0 OU T =N O

VD 1 5 8 9 0 P O S I T I O N  1 1 1 8 , 0 1 0 G1 1 6 3 9 0 S T AG E - N O
RN 1 5 1 8 0 ? " E L S E " LF 1 6 4 6 8 L I N E S U M =N O
DR 1 5 1 1 8 P O S I T I O N  N 7 , N 1 2 EZ 1 6 4 1 0 M L P P =7 8 :R E M  M n a lEg g iEg Of fl U e N g
1 P 1 5 1 2 0 ,  " S u s p e c t  w r o n g  o r  n o  f o r n a t “ DU 1 6 4 7 6 M 0 P I = 2 2 :R E M
H i 1 5 1 3 0 Pcausr s e I N 1 6 4 3 0 H 1 =0 1 5 :0 1 0 .1  O P
OH 1 5 1 4 0 6 4 C KC 0 L =1 8 2 HA 1 6 4 4 0 O P P =1 1 • :R E M  N I =  O N L Y  1  D I R  P E R
AU 1 5 1 5 0 POKE B C , B A C K C O L
DO 1 5 1 6 0 P O S I T I O N  N 1 6 , 1 1 1 8 PO 1 6 4 5 0 I N D I R _ F L =1 1 0 :R E M  N I =  P R I N T  D I R
o v 1 5 1 7 0 ? " g o n t i n u e " U I R M A R I E E M O I M E L V
VP 1 5 1 8 0 N W C O N T 1 J5 1 6 4 6 0  I N I N S _ F L = 1 4 0 : R E M  I M A M E H M I • g l g .
UB 151918 EXEC  N O I T - K E V G I M E E E M M I E C E M I g I E U
wv 1 5 2 0 6 I F  K 0 6 7 UG 1 6 4 7 0 I F  ( M I P P ( M R P 1 1 1 4 1 1 4 4 1 L )  O R  H I P P )
OG 1 5 2 1 0 EXEC  E R R O R 7 8  O R M R R I (1 1 1 8  O R  m R P T ) N 4 4  O R  H L ( N e  O R
HH 1 5 2 2 0 GON W c o N T I . H L > N 1 0
?A 1 5 2 3 8 E N D I E CO 1 6 4 8 0 C I S
DX 1 5 2 4 0 EN D PR OC JD 1 6 4 9 0 P O S I T I O N  0 1 2 , 0 8
I N 1 5 2 5 8 GU 1 6 5 0 0 ? "P AG E  FO RMAT E RRO R"
JA 1 5 2 6 0 0 1 1 6 5 1 0 ? " I N  L I N E S  1 6 4 1 0 - 1 6 4 6 0 "
C11 1 5 3 8 0 PROC D / S K _ E R R O R MG 1 6 5 7 0 POP : ?  : ?  : ?  : ?  : S T O P
RD 1 5 3 1 8 T I T L E C O L =2 6 YL 1 6 5 3 0 EN D U E
DA 1 5 3 2 8 BAC KC O L =5 4 C I 1 6 5 4 0 EN D PR OC
EZ 1 5 3 3 8 C H AR I U M =1 4 0 JH 1 6 5 5 0
E X 1 5 1 4 0 EXEC  D E F _ S C R I 1 J I 1 6 5 6 0
I N 1 5 3 5 0 P O S I T I O N  1 1 1 5 , 0 1 4 L11 1 7 0 0 0 PROC S E T U P _ D L S
VN 1 5 3 6 0 .?  " D I S K  E R R O R " NW 1 7 0 1 0 R EST O R E 1 7 1 0 0
DU 1 5 3 7 8 P O S I T I O N  0 8 , 0 1 0 GP 1 7 8 2 0 FOR  1 = 1 5 3 6  T O  1 6 3 0
MG 1 5 3 0 0 " F a i l e d  t o  r e a d  d i r e c t o r y " 1 8 1 7 0 3 8 R EAD  D ; P O K E  I , D
I N 1 5 3 9 0 PAU SE 5 8 FP 1 7 0 4 8 N EXT
OA 1 5 4 0 0 BAC KC 0 1 =1 0 7 PT 1 7 0 5 0 R EST O R E 1 7 3 0 0
AN 1 5 4 1 0 PO KE B C , B A C K C O L / R 1 7 0 6 8 FOR  1 = 1 7 5 2  T O  1 7 9 1
D J 1 5 4 7 0 P O S I T I O N  N 1 6 , 1 1 1 8 I R 1 7 0 7 0 R EAD  D : P O K E  1 , 0
0 0 1 5 4 3 0 ? "(Boat  i nue*. GF 1 7 0 8 8 N EXT  I
UV 1 5 4 4 0 a mcom72 AA 1 7 8 5 0 REM D A T A  F O R  D E F A U  T  S C R N  O
UU 1 5 4 5 0 EXEC  W A I T _ K E Y ICE 1 7 1 0 0 D AT A 1 1 2 , 1 1 2 , 1 1 2 , 7 1 , 2 1 6 , 6
YC 1 5 4 6 8 I F  K ( ) 6 7 ON 1 7 1 1 0 D AT A 1 1 2 , 1 1 2 , 6 6 , 0 , 0
RK 1 5 4 7 0 ' N E C  E R R O R PG 1 7 1 2 0 D AT A 2 , 2 , 2 , 2 , 2 , 2 , 2 , 7 , 2 , 2
JF 1 5 4 8 8 GON w c O N T 2 P k 1 7 1 3 0 D AT A 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2
Z r 1 5 4 / 0 E N D I F I Z 1 7 1 4 0 D AT A 6 5

0
8 , 6

DO 1 5 5 0 0 EN D PR OC OL 1 7 1 5 8 REM  M EU M M I D
D AT A 1 1 2 , 1 1 2 , 1 1 2 . 7 0 , 2 3 6 , 6I P 1 5 5 1 8 L i 1 7 1 6 e

I T 1 5 5 2 0 FO 1 7 1 7 8 D AT A 6 6 , 8 , 0
KM 1 6 8 8 0 PROC U N I T N K 1 7 1 8 0 D AT A 2 , 2 , 2 , 2 , 2 , 2 , 7 , 7 , 2 , 2 , 2
GE 1 0 0 1 0 N 0 = 0 : 1 1 1 = 1 1 1 2 = 2 0 3 = 3 1 1 4 = 4 NO 1 7 1 / 0 D AT A 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2
U S 1 6 0 2 0 0 1 5 =5 :0 1 6 =6 :1 1 7 =7 :1 1 1 1 =8 :1 1 9 =9 VP 1 7 2 0 8 D AT A 6 5 , 3 4 , 6
F P 1 6 8 3 8 1 0 1 0 = 1 0 : 0 1 1 = 1 1 : 0 1 2 = 1 2 : N 1 5 = 1 5 U S 1 7 2 1 0 REM  . A T A  F O R  W O R KI N G  S C R N
I B 1 6 0 4 0 8 1 1 4 = 1 4 : 0 1 5 = 1 5 : 0 1 6 = 1 6 : 0 1 7 = 1 7 C P 1 7 2 2 8 D AT A 1 1 2 , 1 1 2 , 1 1 2 , 7 1 , 2 1 6 , 6
I J 1 6 0 5 0 1 1 1 0 = 1 0 : 0 2 0 2 0 UL 1 7 2 3 0 D AT A 1 1 2 , 1 1 2 , 6 6 . 8 , 8 , 2 , 2
UL 1 6 0 6 0 0 2 7 = 2 2 0 1 1 7 2 4 0 D AT A 1 1 2 , 2 , 2 , 2
SD 1 6 0 7 8 8120=26:1147727 OM 1 7 2 5 0 D AT A 1 1 2 , 7 , 2 , 7
mo 106080 N 4 0 = 4 0 :0 4 4 = 4 4 0 0 1 7 2 6 0 D AT A 1 1 2 , 2 , 2 , 2
PT 1 6 8 9 8 0 4 8 = 4 8 : 0 4 9

,
4 9 ; 1 1 5 0 = 5 0
: 1 1 5 1 = 5 1

VW 1 7 2 7 8 D AT A 1 1 2 , 2 , 2 , 2 , 2
PT 1 6 1 0 0 DTA F O 1 1 5 9 9 0 ) EC 1 7 2 8 0 D AT A 6 5 , 6 8 , 6
AV 1 6 1 1 0 D I N  O N S ( N 3 ) AS 1 7 2 9 8 REM D A T A  F O R  D E F  $  m
CK 1 6 1 2 8 DI M 0 5 5 C N I ) R J 1 7 3 0 8 D AT A 0 , 3 6 , 4 1 , 5 1 , 4 3 , 0
LY 1 6 1 1 0 DI M M S t N 4 ) AM 1 7 3 1 8 D AT A 4 1 , 4 6 , 3 6 , 3 7 , 5 6 , 0
FP 1 6 1 4 0 DI M M S ( 0 4 ) F E 1 7 3 2 8 D AT A 5 3 , 5 2 , 4 1 , 4 4 , 4 1 , 5 2 , 5 7 . 8
OU 1 6 1 5 0 DI M I S t A 4 4 ) MU 1 7 3 3 0 REM DATA FO P  .  S "  S C * 4  T I T L E
WM 1 6 1 6 8 D I N  TO CW44) NE 1 7 3 4 0 D AT A 0 , 3 8 , 4 1 , 4 4 , 3 7 , 5 1 , 0
KM 1 6 1 7 0 D I N  O S t A 4 0 ) 0 0 1 7 3 5 0 DATA 4 7

,
4 6 . 9 .
5 2 0 6 6
1
.
4 1 . 5 1
. 0

R I 1 6 1 8 0 DI M  L I S C 4 5 0 7 , 1 2 5 ( 1 4 5 0 ) , 1 3 5 ( 0 5 8 ) WE 1 7 3 6 0 D AT A 3 6 , 4 1 , 5 1 , 4 3 , 8
JB 1 6 1 9 0 OS=•

it •

FO
JP

1 7 3 7 0
1 7 3 8 8

EN D PR OC

H I 1 6 7 8 0 L I S = " * - - - - - - - - - - - -  - JT 1 7 3 9 0
EN 1 7 5 0 0 REM  F I  N A M E  D A T A  F O R  S E L  S O R T

1 T 1 6 2 1 0 L z 5 = -
1

N I 1 7 5 1 0 D AT A 4
WO 1 7 5 2 0 D AT A D O S  S Y S

OH 1 6 2 7 0 1 TS="1 - YE 1 7 5 3 0 D AT A D U P  S Y S
I  oo TM 1 7 5 4 0 D A1 A AU T O R U N  S Y S

HZ 1 6 2 3 0 SD PI C TI =5 5 1 0 NE 1 7 5 5 0 D AT A AU T O R U N  BA' S
CU 1 6 2 4 0 1 :0 1 =5 6 0
TP 1 6 2 5 0 D 1 1 5 =1 5 3 6
AS 1 6 2 6 0 S AV M S C =0 0 •
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R e v i e w

CLAPTON
KNOPFLER
Could your Atari help you
become the next guitar su-
perhero? John S Davison has
been trying out Guitar
Wizard a package that
might just set you on the
road to stardom

N e w  music related programs for the 8-bit machine are as
rare as hen"s teeth these days, so I was delighted to
receive Guitar  Wizard for review. Al though new to me

it's actually been around since 1986 in the USA. and thanks to
Micro Discount it's now available in the UK. TO run it you'll
need an 8-bit machine with at least 48K memory, a disk drive,
and optionally a joystick.
Gui tar  Wizard's purpose is to help guitar  players learn finger-

ings of chords, scales, and intervals: and for matching scales
with chords for improvisation. It's not Intended for the guitar
novice - don't expect it to teach you to play from scratch.
because it won't.  However, once you have some basic know-
ledge and skill with the guitar  it could help speed up further
progress. The program is divided into four  sections. one for
each of the basic functions mentioned above. All are extremely
easy to use and understand,  mainly because of the common
screen layout used throughout and the simple menu driven
user interface.
The top third of each screen carries basic information about

the current function,  for instance for a chosen chord it dis-
plays root note name, chord name, names of notes in the
chord, and note intervals.
The middle third of the screen shows a "guitarist's eye view
- o fthe fretboard, wi th the six strings (each marked with its cur-

rent tuning) and twelve frets. "Finger spots" are overlaid on
this to show finger positions required to obtain the required
notes in the chosen chord, scale, or  interval. Depending on the
option chosen these are marked with finger numbers (showing
which fingers to put where), note names (telling you what the
notes are), or  intervals (relative to the root of the chosen chord
or scale),
The bottom third of the screen holds the

the function's options may be chosen, for

GUITAR WIZARD
Baudville
Available from Micro Discount
£10.95

menu from which
Instance whether to

display finger-
ings. notes, or
intervals; to
change chord
root or  type; or
to print out the
currently dis-
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played screen. You just make choices using arrow keys or
Joystick - It really  couldn't  be muc h easier to use.

CHORDS GALORE
The first section, Chord Wizard, is designed to show you

recommended fingerings for a wide range of chords, 32 for
each root note to be precise. Virtually every chord you could
want is here - l i l t isn't you should be able to construct it from
the knowledge the program has already given you. I t goes
further though - it can also show you the fingerings for the
same chords in eight alternative positions on the frelboard,
modifying the fretboard display to show up to the fifteenth fret
where necessary.
Scale Wizard performs a similar task for scales, the top third

of the screen now showing the scale root, scale name, names of
notes in the scale, and scale intervals. It covers nineteen
different scale types for each of the twelve root notes in an
octave including. in addition to the expected majors and
minors, such gems as whole tone, pentatonic.  blues, and hal f
diminished scales, plus all the old modes (Ionian. Locrian,
Aeolian, etc.). That's a pretty comprehensive selection!

Fretboard Wizard is a sort of "fretboard calculator". You can
ask it to display the fingering positions for notes in any chord,
or scale, or interval across the whole fretboard at once. The
display looks very complicated with dozens of finger spots
shown simultaneously,  but could be very valuable for the more
expert guitarist trying to work out the best way of playing long
scales or runs.  Another  advanced feature is the program's

c o n t i n u e d  o n  p a g e  3 9
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UM GAMING

RIGHT TO THE END
I
f  
y
o
u  
h
a
v
e  
D
r
o
p
/
o
n
e
.  
y
o
u
'
l
l  
p
r
o
b
a
b
l
y  
a
g
r
e
e  
t
h
a
t  
i
t
'
s  
o
n
e  
o
f

the best games  ever writ t en for the Atari 8-bits .  I f  you
don't  have it, shame on you - t ry  and get it  i f  you can.

Although the graphics  are s t unning and it 's f un to play.  I t h ink
it's far too diffi cult .  All you get is  3 lives. 3 bombs  and 15
seconds of  cloak t ime.  I  usually  can't  get past the 3rd level, so
the other day Steve Whiteley  and I dec ided to fi nd out  how the
lives were init ialised in the game and give ourselves a lot more
than the 3 we had been allot ted.  We succeeded and then
decided to give ourselves more bombs  and to be really  greedy,
gave ourselves more cloak t ime!  Af ter we'd fi nished we decided
to give ourselves more lives in Draeonus  also, whic h Steve has
been unable to complete on the 3 lives you get wit h it .  I f  you
want  to cheat at y our  own games of  Dropzone and Draconus ,
read on.

THANKS TO HARVEY
In Issue 29 of  Page 6 Atari User,  you' ll fi nd an art ic le writ t en

by the HAWKQI I EST co-author.  Harvey  Kong Tin ent it led "Zap-
ping The Right  Byte". This  is what  made us decide to have a go
at cheat ing at Dmpz one as it  wasn' t  on the lis t  of  games
Harvey had cheated at, and t his  is the story of  how we did it.
You'll need a pop-up Machine Language Monit or like Super-
mon in your computer to modify  games yourself .  but  I t h ink
t i l l imon or Omninion are muc h the same t hing in England.
Later on we' ll tell you how to modif y  the sectors concerned on
y our Dropzone and Drac onus  disks, but  for now we'll explain
how we did it. Some knowledge of  Machine Language is
needed!

LOOKING FOR LIVES
Harvey Kong Tin says that  mos t  commerc ial game program-

mers  load the ac c umulat or wit h the number  of lives required.
This  is LDA Ot$03 or LDA ilt$02. etc.. alt hough somet imes  they
can use LDX or LDY to init ialise lives in a game. I f  you load
Dropzone in the normal manner  and then jump into Super-
non.  you wil l  need to k now a few things  about  the game fi rst,
like where it  loads into memory  and fi nishes,  and most  impor-
tant ly.  what  the Run address is so you can re-run the game
after you modify  a byte and see what  happens.  You can do it
with a sector editor on disk, but this will take you all week to
t rack down the right  byte! The Start  address  of  Dropzone is
$2F80 and the End address is $B9C6.  The Run address is
$3029.  Knowing this, we can now look for any LDA OS03
instructions which appear  as A9 03 in the memory that Drop-
zone is  res iding in, so <F>ind A9 03 f rom 2F80 to B9C6 and
shock, horror, you'l l  find that there arc 20 locations with these
bytes. We changed every one, but alas, no extra lives. Next we
t ried A9 04 and found 5 locat ions.  but  none of  these were the
right  ones either.  Dit t o wit h LDX #$03 (A2 03) whic h had 6
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locat ions, and LDX t t802 1A2 02) whic h had 7 locat ions.  This
was  get t ing tedious. Final ly  we t ried W A  #$02 (A9 02) and
found 24 locat ions!  Groan.  But  luc k  was wit h us  as the very
first by t e we changed was  the right  one, hooray.  This  is at
$30DD where the value of  $02 is s tored int o $05AC.  I f  you look
at SAC you will find nothing there! That's because the game
hasn't  been init ialised yet, so go back and start  the game first
then jump back into Supermon and look at SAC again_ Now
you' ll see there is a 02 here, run  the game again and let
yourself  be k illed,  then back  into Supennon and look at 5AC
again.  It 's on 01 now,  so this  is the locat ion where your lives
are init ialised.

GIMME SOME BOMBS!
After success wit h the lives, we decided to fi nd out  how to give

ourselves more bombs.  I f  you look  at locat ion 301)1) again you
wil l  see that  the next  LDA ins t ruc t ion stores a $03 into SO5AD
so if  you look  at 5AD you wi l l  indeed fi nd there is a 03 here.
Wow. So run the game again and use a bomb,  then back  to
Superman and look at 5AD.  I t 's on 02 now,  so this  is the
locat ion where the bombs  are init ialised.  Great  stuff.  Now we
decided to get really  greedy and look for the rout ine that
handles  the amount  of  cloak l ime given. The cloak lasts for 15
seconds in the game before being exhausted.
We looked for a rout ine that  checked if  any key was pressed.

whic h usually  is LDA 82FC (AD FC 02).  and found 3 locat ions.
8349E is the rout ine that  pauses the game when the ESC key
is pressed, and locat ion $5E08 cheeks for the SPACE bar
(bombs1 and also any other  key pressed. We never checked the
t hird locat ion,  as we had found what  we wanted.  We then
not iced a rout ine to check locat ion $5A13 (LDA #S5A11) jus t
af ter the rout ine at $5E08.  So we decided to <F>ind a rout ine
that  would STA $5AB (81) AB 05). and there it  was  as plain as
day at locat ion S5DEC.  and check ing back a couple of  bytes
(locat ion S5DEA),  we found the rout ine LDA $18,  STA #S05A13
(A9 18 8D AB 05).
We changed A9 18 ( WA  0 4 8 )  to A9 FF (LDA W T I  arid gave
ourselves 163 seconds of  cloak t ime but  t hen found the game

DROPZONE and
DRACONUS
DEFEATED



Mal East and Steve Whiteley
have discovered how to change
the disks to get much further
into these games and now
share their secrets with you

didn' t  like being changed as It upsets  the end of  level message.
so Ed advise you to leave this  one alone, but  giv ing yourself
256 lives and 256 bombs  doesn't  bother the game at all_

T IME  TO ZAP THE DISK
Okay. enough of  the technical s luf f ,  t his  is how to change

your-disk .  A word of  caut ion though.  Before you change any
thing,  writ e down the sector number  and the original value of
any  bytes you alt er and please don't  blame me or Steve if  you
stuf f  any thing up!  You can use Supermon or if  you prefer a
sector editor,  load one that  can look for a byte s t ring on disk ,
then insert  your Dropzone disk  and look for the following byte
s ir ing in Flex:

20 04 86 A9 02 and change it  to 2 0  04 86 A9 FF for 256 lives

If you're greedy, look  for:

8D AC 05 A9 03 and change it  to - 8D AC 05 A9 FF for heaps of
bombs
Actually ,  you' ll fi nd these bytes in the same sector as the

lives, r ight  at  the beginning of the disk  in t rack $OO.

If you're really  greedy, look for:

48 BO Ffi  A9 18 i n d  change it  to 4 8  BO F8 A9 FF for 163
seconds of cloak t ime

LET'S TRY DRACONUS
Af ter giv ing Dropt one a work ing over, we then loaded Draco-

nus  and looked for the same byte s t ring of  A9 02 f rom 1480 to
BAFF.  We found 15 locat ions but  s t ruck  it  lucky  on the fi rst
one. Change locat ion 4260 to Fir if  you want  to t ry it and Run
f rom 3F80.  To change your disk, look  for the byte s t ring of:

E8 3F Fa A9 02 and change it  to E8 3F F8 A9 FF for 256 lives

You s hould fi nd this  sector in t rack  $07.

That 's  about  it  for the "sof tware" hack ing s o load up your
new cheat disk  and see what  t he higher levels in Dropzone
look like, and see if  you can fi nish Draconus_ Use the solut ion
supplied by Johnathon Simpson in issue 39 if  you need to,

G R A L I N  In ternat iona l
C o m e  a n d  m e e t  u s  a t  t h e
3 6 t h  L o n g  lea t  A m a t e u r

R a d i o  R a l l y
S u n d a y  2 7 t h  J u n e ,  1 9 9 3

Longleat Park, nr Warminster, Wiltshire
Atari Classic software & hardware at reduced prices
+ 5% discount if you bring along this issue of New

Atari User (Page 6 to those who remember)
Other attractions include a craft fair exhibition

For product details please refer to the last issue of Page 6

FANCY A TRIP
TO GERMANY?

Derek Fern has received details of a major Atari 8-bit
show (Messe) to be held in HANAU (presumably Ger-
many) on 2Is t  August 1993 and wonders whether
there would be enough interest to arrange a coach tr ip
over there.
No _firm details yet but i f  you are interested give Derek
a ring on 021 353 5730 - if  there Is enough response
the t rip  may we ll be (Arranged

•

Guitar Wizard

abilit y  to help you explore alternat ive s t ring tunings.  Instead of
us ing t radit ional t uning you can set each s t ring to any pitch
you wish.  The program wil l  t hen show you chord fi ngering
pos it ions based on this .  You could also use the feature to help
you learn to play  other s t ringed ins t rument s  which don't  use
s tandard guit ar tuning.
Finally  there's Improv isat ion Wizard.  This  lets you choose a

root note and chord type and it  t hen recommends  scales on
whic h you can successfully base a mat c hing improv isat ion.
This  could be a great  help if  you're compos ing or look ing into
improv isat ion pat terns  for rock, jazz, or  other types of music.

TOTAL SILENCE!

continued

Guit ar Wizard inc ludes  some excellent features, but  there's
one major omiss ion.  Unbelievably .  it  makes  NO use of  sound!
The 8-bit  machines  have f our sound channels .  so why  the
heck didn' t  t he aut hor use t hem for aurally  demons t rat ing
scales and chords? Perhaps it 's because the sound chip t uning
isn't  100% accurate? Who knows?
Apart  f rom this  one niggle Guit ar Wizard is an excellent,  high

qualit y  product .  I was  part icularly  impressed by its ease of
use, in  fact I t hink  it 's ac tually  easier and quicker to use than
books on the subject.  a rare s ituat ion indeed!  And at CI  0_95 it
costs less t han a decent  t ut or book or even an hour's  tuit ion
f rom a guit ar teacher. So. i f  you're into guit ar play ing and are
serious about  improv ing your sk ills  make sure you check it
out_ It could help t urn YOU into a Guit ar Wizard!
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XLM UTILITY

111111,111TEll
Highlighter is a short machine code program that
will 'highlight th e  current line of text in a Graphics
0 screen. This makes it easier to find the cursor
among a screenlitt o f basic or whatever text is
displayed.
The line is highlighted by placing a blank scan

line above and below the cursor. The only way that
this can be achieved effectively is to use a Vertical
Blank Interrupt to rewrite the Graphics 0 Display
List every Vertical Blank and to place the blank
scan lines in the correct places. This is what is
called a Dynamic Display List, that is one that
changes according to the current stale of the
computer.
The VB1 is stored at 1547 onwards and the DL is

stored from location 1700 onwards. Al l  you have to
do to see it in action is type in the Basic program
and save it just in case you make a -little slip in
typing in a few o f those numbers. Now run it and
you should see the effect. Pretty neat huh? It wil l
remain unti l  you press Reset and i f you do it can
be retrieved by just typing ?LISR(1536) and U wil l
appear again.
1 have also supplied the assembly language list-

ing which! am sure that you machine code prog-
rammers can improve on and come up wi th other
similar ideas using Dynamic Display Lists.

Your programs and
screen text will be
much easier to check
with this neat little
utility
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by Phillip Beattie

C S 1  R E M

T S 2  R E M  U  H I G H L I G H T E R

U i  3  R E M  TT b y  P h i l l i p  O e a t t l e

SF  4  R E M  U

AT 5  R E M  U  N E W  A T A R I  U S E R  J U M  1 9 9 1  u

C X b  R E M  U M M I U T I M I U M M I M M I U M M I M U S I M M U M I t

MM 7  R E M

ES 1 0  F O R  8 = 0  T O  1 4 0 : Q F A D  A : P O K E  1 5 3 6 • 0 , A

:N E X T  1 1
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VIDEO TITLE SHOP
There is only one com m ercial  prog-

ram  avai l ab l e for  the Atar i  Classic to
add  ti tl es to your video presentati on,
but is i t  any good?

Do you own a v ideo camera? Are you fed up wit h hours  of
unending footage? Could you use something that  would give
y our home movies a bit  of  life? Maybe you should give Data-
soft's VI DEO TITLE SHOP a try.
V I D E O  T I TL E  S HO P  comprises Iwo programs  and a

graphics  package on three double s ided disks wit h two manu-
als and a quick  reference card. To get the most  out  of  the
package you need a 64K ATARI, disk  drive,  VCR and v iewing
screen. The package is designed to give a v ideo t it l ing facility.
where text is superimposed on backgrounds ,  eit her blank  or
pic tures  created us ing the supplied "Mic ropainter+" art  prog-
ram.  Tit les  may  be scrolled, wiped,  fizzled, cycled, painted and
then faded away. By  chaining together pic tures  in sequence
s imple animat ion may  even be created. What  t he program wil l
not do is superimpose t it les onto a v ideo background.  That
requires  a piece of  hardware called a Genlock,  and as far as I
am aware there isn't  one yet available for the 800/ 130 series,
but  I live in hope!
So what  is it  like to use? Well,  once the disk  is booted up you

are presented wit h a fairly  impress ive t it le screen, created
us ing both the supplied art  and t i t l ing programs.  Commands
are s imple and are entered v ia the keyboard and/ or  joyst ick.
The quick  reference card is especially useful here as the list of

V ideo Ti t le Shop is  av a i l ab le  f rom Mic ro  Dis c ount  a r id
G ml i n  I r t iemat iona l .

c ommands  is quite extensive. The supplied manuals  take you
t hrough the various  stages, eventually  produc ing for you in the
form of  a demo,  examples  of  all the facilit ies prov ided in the
program.  Backgrounds .  border styles and fonts may  be loaded
in f rom disk.  There are 25 backgrounds.  5 border styles and
two fonts supplied on the -
G r a p h i c s  
C o m p a n i o n  
I " .  
w h i c
h

takes up two of  the three disks. You may  also be able to use
backgrounds  f rom other sources as pic tures  are stored as 62
sector files. I k now this  to be t rue as I have used "h i n t  Lab"
pic tures  and vice versa. The program may  be f urt her enhanced
by obt aining a copy of  the -
G r a p h i c s  
C o m p a n i o n  
I I " ,  
w h i c
h

contains  more pic tures.  borders,  fonts  and c lip art .
Sounds  too good to be t rue? Well it  does have it 's problems.

The program has  a tendency to lock-up.  inf ur iat ing when
creat ing long sequences. Also, backgrounds  may  only  be in 4
colours  wit h the t it les us ing these same four colours, so great
t hought  is needed when planning your screens. The process of
c reat ing sequences that  can be loaded in f rom disk  is very
messy indeed,  not  helped by the format  of  the ins t ruc t ion
manuals ,  t hough it 's not  imposs ible.
What  about  the results? I can only  say bril l iant !  I have been

us ing this  program for over a year now and have achieved
some excellent  results.  This  is a piece of  software c ry ing out for
serious use. I t  certainly  isn't  a budget  program but  gives
out s t anding results  at a budget  price.  All I can say is buy  it.
You won' t  regret  it !

We would like to give due credit for this review but the contributor _forgot
so give us his name. The disk came from RAF Bruggen and we probahlv
should know who it is but can't remember. Perhaps there is a security
blackout that prevents us from identifring the author!

S o u r c e  c o d e  f o r  H I G H L I G H T E R
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t iming answers  in a mult ip le choice quiz. I did not  explain
carefully  enough,  however,  and so I have been asked to

help again to get the t iming system work ing.
The f undament al problem wit h t iming in Basic  is that

alt hough the t imer keeps running all the t ime,  the display  is
only  updated when you read the t imer and update the display.
In order that t he t ime display  is updated cons tant ly  there mus t
he repeated calls  to read (he t imer and pr int  the result  on
screen. I f  your program stops and wait s  the display  of the
t imer will s top also. This  means  that  you cannot  use GET or
INPUT func t ions  as both of  these wait  for a key press. so if  you
don't  press a key the Hock  seems to stop and t hen when you
fi nish t hink ing and type your answer the displayed clock wi l l
Jump to the new t ime.
To give an example of  what I mean I am us ing a s imple

addit ion test program based on a concept by Paul Robinson.  I
wil l  not  ,
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overall fl ow chart  of  the program in fi gure I .  I f  you follow
round the program fl ow in this  fi gure you wil l  see that  none of
the paths  iterate very quick ly .  The shortest  loop is the 'Try
Again" loop when you get the answer wrong.  This  means  that  if
we put  a t imer anywhere in the main program fl ow it  wil l
update very inf requent ly .  We have to fi nd an alternat ive.
The answer lies in that  part  of  the program where we get

input  f rom the keyboard.  User input  is  the slowest part  of  the
program t h e  c omput er has lit t le to do b u t
-
w a i t  w h i l e  y o u
t hink  about  whic h key to press. I n the main fl owchart  t his  is
the box labelled "Get No of Key Inputs".  I n this  box if  the
program uses a GET or INPUT the computer can only  sit and
wail  as I said earlier.  but  it  is  possible to use this  wait ing t ime
more constnic t ively  to achieve our t iming requirements .
Look at  fi gure 2. This  is a s imple fl ow chart  of  the "Key-in"

sub rout ine (lines 1500 to 1610 of  the program),  whic h is
where the key input  ac tually  occurs. "l'his s ubrout ine is repe-

AND COUNTING
ated for each charac ter of the answer,  so it  may  repeal once or
twice (once for 0-9 and twice for 10-17 and - I t o  -7. no other
answers  are possible). What  Is happening is a cont inuous  loop
whic h scans to see if  a key has been pressed. then reads the
t imer and updates  the t ime display  on screen. This  loop iter-
ates very quick ly  so the t ime is updated smoothly  - the prog-
ram only  breaks out when it  detects a key press. It t hen
converts the keycode to the equivalent  number  (0 to 9) and
ret urns  wit h that  value to the main program.
There is a s light  complicat ion in the "key-in" subrout ine

because it is  possible for the answer to be negat ive we have to
allow for input  of  a minus  sign (-1 as the fi rst charac ter of the
answer.  This  is done in line 1505.  and it  sets the variable
MINUS to 1 so that  the fi rst charac ter In the answer is made a
minus  sign (line 330).

Hav ing a clock running also allows the scores to depend on
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how fast the questions are answered, I f  you look at line 1000
you will see how I have calculated the variable AIM). ADD is
the score from the current question which is added to the total
score S. The maximum is 10 but with a reduction of 2 for each
v;rong answer and one less for every three seconds delay in
answering. Just in case you take a very long time to answer or
have more than 5 attempts at the answer the line goes on to
set the min imum value of ADD to zero, so you do not get
negative points!!!
I hope this second look at the use of a tinier in a program is

not too boring for all you quick people who understood perfect-
ly first t ime- at least there is the basis of a mathematical test
program for you to get your teeth Into. Addition, subtraction
and multiplication are all fairly easy as you can guarantee
whole number answers. If you want more of a challenge try
division - the exact answer can have many decimal places. or

(like division by three) may have an infinite number of decimal
places so how will vou check for a correct answer? One method
would be to look up questions from a data table (like the quiz
in the last issue but with mathematical instead of verbal
ques t ions ) , bu t t h i i iwook ifi nfi t t heques t ions k iaprv defl ned
set ins tead of  the infi nite variety  generated f rom a random
method like the one used here. Perhaps it would be better to
ask for accuracy to a specified number of decimal places
leave you to decide.
For those who were left a little puzzled by the introduction to

timing In the last issue I hope this makes everything clear.
Please write to me if you are still in doubt and can not make
the t imer  in y our program work .  As always my  address is

Ian Finlayson, 6 0  Roundstone Crescent ,
East Preston, West  Sussex, BN16 113Q
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THE LAST XLENT
WORD PROCESSOR?

A t i e r  their f ormat ion at the PCW show of 1986. Xl.ent
Sof tware (UK) went  on to launch a useful select ion of
printer-related ut ilit ies .  Alt hough sadly the company

isn't  act ive today, Ke-Soft  of  Germany  have acquired the rights
to dis t ribute their ex is t ing products.  Dav id Castell's  Firs t
XLent  Word Processor is among these and. some would argue,
one of  the best.
The original )(Lent  release was furnished wit h an ins t ruc t ion

manual  of  56 pages (admit tedly  these were not part ic ularly
well laid out) but  Kr-Sof t  have seemingly  decided that  7 s ides
of A4 wi l l  suffice. Mine were also writ t en in German but
Ke-Soft have assured me that  Bri t is h cus tomers  wil l  receive
the English t rans lat ion!  I 'm not  sure that  this  level of  informa-
t ion wi l l  be adequate but ,  fortunately ,  t he programs  user
Interface is not  diffi cult  to comprehend and there are four
screens of  in-built  help.  As wit h most  software, the best way  to
learn IS to press some but t ons  and see what  happens !
The program's  pr imary  edit  screen comprises  a twent y -l ine

text edit ing area s urrounded by a tabs line above and f our
lines below set as ide for commands ,  prompt s  and messages. In
the bot tom right  hand c omer there are six icons whic h can be
used to select the print ,  cut ,  paste. search and disk  ut i l i t y
funct ions.  By  press ing ESC or the joyst ick t rigger whils t  in edit
mode,  the icon select ion process is enabled.  At almos t  all other
t imes the ESC key operates as an abort  facility .  Mos t  of  the
edit ing keys act as you'd expect - insert ,  delete, cursor move-
ment  etc. - whi le  less f requent ly  accessed c ommands  are
available via Shif t / Cont rol  key combinat ions .  These inc lude
the valuable abilit y  to place five markers  in the text whic h can
then be located wit h a rapid'got o'  command_ Most  opt ions  that
ask the user a ques t ion have a sensible default  answer that
can s imply  be chosen by press ing Return t h e  general aim is
In mak e user select ions as f riendly  and effort less as possible.
You can also modify  various  parameters  to suit  your personal
preference - text and background colours,  cursor type. insert
or overwrite mode.  joyst ick or keyboard Input  for cursor move-
ment ,  key repeat  rate and joyst ick response speed.
The cut  and paste fac ility  is l imit ed to a s ingle screen of  text

wit h each operat ion.  This  can be a bit  f rus t rat ing t hough an
unus ual  feature is that  you can edit  t he contents  of the cut
text buf f er before pas t ing it back  into place. You could also use
it t o create a new piece of text and copy this  into several part s
of  your document .  You can copy. cut  and paste between two
dif ferent  doc ument s  us ing the program's  dual window mode.
The available memory  Is div ided into two parts  so that  a
document  may  be loaded and edited in each. You can't  see
both documents  on screen s imult aneous ly  but  you can swap
between the two wit h a s t raight forward key press. The cut  and
paste buf fer is shared between the two sections. At  any  stage
you can quick ly  check how muc h memory  remains  and also
determine how muc h space the document  wi l l  occupy when
saved onto disk. Dis k  Ut il it ies  inc lude directory.  load (us ing
append.  insert  or normal methods),  save, delete, f ormat  disk
and sjxxii_ The lat ter opt ion lets you v iew a saved document
wit hout  ac tually  loading it  into memory  - a convenient  func t ion
that is  often overlooked.
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A new word processor is a
rarity but there are still
good ones to be had. Paul
Rixon looks at one that has
just been re-released by a
German company

Preparing your text for output  involves plac ing format  cont rol
codes in the document  itself. Wit h these you can set margins ,
page size, page ejects, spac ing,  cent ring.  jus t ifi cat ion,  headers,
footers, indents .  page number ing and s imi lar effects. You can
also embed print er cont rol codes in the text to handle the
special features of  your printer.  A print er driver cons t ruc t ion
set is prov ided so that almos t  any type of printer can be used,
prov iding you k now the relevant codes. You can out put  text to
printer,  screen or disk wit h s ingle or double columns.  Double
c olumn mode is great  for produc ing newslet ters,  and wit h a
lit t le experimentat ion (and an Epson compat ible printer) you
can even at tach 62 sector uncompressed pic ture fi les to liven
up the page. 11 you have a 130XE you can invoke a print
spooler fac ility  that  lets you carry  on t yping while the docu-
ment  is printed.  I t  work s  - albeit  rat her s lowly  and not  wit hout
the occasional glitch.  The screen output ,  or prev iew funct ion,
Is created us ing an 80 c olumn charac ter display wit h special
s mall characters_ I t 's very handy  for check ing on the fi nished
page layout  before pr int ing - not  to ment ion being env ironmen-
tally  conscious!
Apart  f rom lack ing a spell checker, The Firs t  Xecnt  Word

Processor is wit hout  major  fault .  Wit h the notable except ions
of Supersc ript  and Paperc lip,  t he program is more than a
match for other word processors you' ll fi nd for the 8-bit  Maris .
It's fully  featured,  fast and f riendly ,  as they say. At t he price
Kr-Sof t  are asking,  it 's  also a very good bargain!

Write to Ke-Sojt at  Frat ikenst rasse 24, 6457 Walnut  4. Ger-
many  who supplied the rev iew copy. ' Me program may  also be
available f rom Micro Discount.

Title:

Publisher:
Price:
Format:

THE F IRST  XL ENT
WO RD PRO CESSO R
Ke-Soft
DM39,80
Disk
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the scarcity of  graphical
adventures  in the Atari

8-bit  world you wi l l  surely  be
delighted to learn of  Micro
Discount 's  latest discovery.
Avalon's Kla Iwo - or TI IE
CURSE for those who aren't
too hot  on Polish - is  a
graphical 'point  and click '
adventure boast ing a generous
helping of  objects and loca-
tions. If, like me, you're not
too keen on tex tual adven-
tures  you may  be tempted to
overlook the graphical variety
too - but  you would be mis -
s ing out on some excellent  en-
tertainment ,
The background to the

adventure is rather vague but

title: T H E  CURSE
Publisher: Av alon/ Mic ro

Discount
Price S - 5 . 9 5
Format.  D i s k

Rev iewed by  Paul Rixon
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was an Atari 400 ...
short ly  af terwards  there

was 3-D TI C-TAc  -TOE f rom
Atari Corporat ion.  Wit hout ,  of
course. I nferring any c rit ic ism
of Atari's  sales and mark et ing
strategy (strategy?), it 's  in-
terest ing to note that  this
fourteen year old ROM-based
game has only  jus t  reached
general c irculat ion here in the
UK. Was  it  wort h the wait?
Tic -Tac-Toe is t he American

name for noughts  and crosses
and you may  be wondering
why  anyone should want  a
computerised version, Surely

it explains  how your count ry
has been cursed by the Ruler
of  Darkness and thereby  faces
the nut  exactly t hr i l l ing pros-
pect of  everlast ing misery.
Fort unately  you have found
the locat ion of  the Ruler's  cas-
tle and now have a once-In-
a-lifet ime opport unit y  to free
y our  count ry  f rom his  terrify-
ing powers.
The screen v iew is div ided

horizontally  into two sections.
The upper port ion shows your
charac ter in the various  rooms
of  the cast le while the lower
part  accommodates  messages
and prompt s  as required.  The
castle rooms  are expert ly
drawn and shaded in a de-
tailed 3-D perspective, by
necessity at t he expense of
mult ip le colours. Us ing the
joyst ick to operate a screen
pointer you can select any ele-
ment  of  each scene for closer
examinat ion.  When you c lick
the t rigger a menu appears  to
l i t ionn you if  there's any t hing
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scribbling symbols  on a sheet
of paper is preferable to fi d-
dl ing around wit h the joyst ick
land have you t ried t ak ing
y our c omput er on a picnic?).
Anot her problem is that
noughts  and crosses cannot
be won unless  you int roduc e
the human factor of  imperfect
decis ions - at t empt ing to beat
the c lever-old-computer may
not  be a lot  of  fun. Conse•
quent ly .  Atari's  3-D Tie-Tac-
Toe Isn't quit e as s t raight for-
ward as plain noughts  and
crosses. I t 's  played on f our
4x4 grids  whic h are drawn at
an oblique angle to generate

useful at the chosen pos it ion.
If some act ion is  appropriate -
such as peering t hrough a
window or opening a door -
y our charac ter walks  lethar-
gically  across to perform the
task, Numerous  objects are
required to progress t hrough
the screens, t hough you can
hold only  five items s imult ane-
ously. Magic  spells mus t  also
be obtained and used to over-
come certain problems.  hut
these are carried in y our spell
book and so don't  c lut ter your
inventory.
Thank f ul ly  this  doesn't  seem

to be one of  those adventures

3D TIC•TACETOE
the basic  3-D effect- As expec-
ted the object of  the game is to
place four X or 0  symbols  in
one horizontal,  vert ical or di-
agonal row us ing either one
grid or all four.  I t  may  sound
s imple but  Atari's  glossy in-
s t ruc t ions  st retch to six sides
of  A4!
You can play  Tic-Tac-Toe

wit h a human opponent .
us ing both joyst icks. or wit h
the computerised subst itute.
The lat ter has eight  diffi culty
set t ings t hough even the high-
est incorporates  a degree of
randomness  so that  winning
Is not imposs ible (Just near
Impossible!).  The c omput er
moves quick ly  on level one but
supposedly  may  ponder fur
twenty  minut es  if  set to max
imurn play ing s t rength - when
you grow t ired of  wait ing you
can hit  t he Select key t o force
an immediat e move. St art -up
opt ions  inc lude a set -up mode
for experiment ing wit h dif fe-
rent  s it uat ions  and a game

in whic h your charac ter ex-
pires at every incorrec t  move.
At one point  you may  be rob-
bed of  your magic  powers  and
have to search for the means
to restore them,  but  a save
game feature is t hought f ul ly
prov ided to relieve any f rus t ra-
t ion.  The princ ipal drawback
wit h adventure games is that
once you've solved the prob-
lems and reached the conclu-
sion. there's  nothing left to do.
However.  The Curse would
seem to oiler a suffi cient
quant it y  of  puzzles and
screens to hold your interest
for more t han a short  while_

variat ion called Bot tom-Up.  In
Bot t om-Up play mus t  begin on
the lower of the four grids and
a move can only  be made onto
a higher grid if  the corres-
ponding square below Is pre •
sent ly occupied. The overall
object ive doesn't  change.
Graphics? We're talk ing

about  1970*s sof tware don't
forget! Sound? I defi nitely
heard a beep. Okay, so it 's not
exact ly oozing wit h hi-tech fe-
atures  but  the game itself  is
not at  all unplayable,  especial-
ly in two player mode. When
you get t ired of  zapping bad-
dies. Tic -Tae-Toe might  pro-
vide a welcome respite.
3D T i c - Ta c
,
To e  i s  
a v a i l
a b l e

f rom Mic ro Discount

title: 3 D  TIC-TAC -TOE
Publisher At ari Corp
Price. S  I 0.95
f o r ma t  R O M

Rev iewed by Paul Rixon
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FOR SALE
8-BIT VARIOUS: 1010 Wia
Recorder, E9_ ICD Pnreer Con-
nection, £15; Printshop with
data disks boxed. £20. Newsta-
bon, £10. Page Marshall. Elf);
Assembler Editor cartridge, El 0:
Assembler Book, E5. XL Hand-
book, E4, 1027 printer tool print-
ing correctly), E25 a r id ;  Mini
Office II, £9 All inclusive post
age Telephone 0837 53870 be-
fore 6.30 pm

DISK DRIVE: Alan 810 disk
filiVe all leads and in superb
condition, extra lead, bargain
E35 plus E5 postage if DOI col-
lected (Liverpool) Also Maths
Tutorial. worth E15, sell for E7
(disk and tape) Phone John on
051 523 9966 No offers please

XE SYSTEM: 130XE plus XC12
datacorder. joystick and 40+
games. E100; 1029 printer with
1029 screen dump disk. Small-
font, Page6 Writer, E50: XF551
disk drive with Atari Writer, DOS
2,5, MyDOS 4 5. SpartaDos 2X
and 1X, Transdisk IV. The
Freezer E50; Yorky 256k
800XL130XE expansion box.
cost new £80, unused. will take
E50, Phone Sieve on 0622
757338 Cash only

THE COMPLETE SYSTEM:
130XE (as new). 800XL (excel-
lent condibon). 1050 disk drive
heed with US DoubleeSparta-
Dos upgrade, 1010 cassette fit-
ted with high speed turbo load-
er. Xelec printer interface, joys-
ticks and paddles. AtariWnter
Pius, Prinrshop and Icon disks.
SparlaDos Construction Set
(3.21 and other productivity soft-
ware. many games disks. cas-
settes and original ROMs in-
cluding Star Raiders, Missile
Command, Po le  Posit ion and
other cla ssics. Lo ts of PD and
new blank disks and disk boxes
containing a ll you m o d  from
word processing, printer utilities,
operating systems etc. Compre-
hensive magazine collection in-
cluding Analog. Antic, Corn
WO, Atari User and lull set of
PAGE 6. Lots of printed sup
parting program documentation
Books inc. Mapping The Atari
and Your Atari Computer. You
will not find a more complete
system in excellent corichtion at
the price. Can deliver within
reasonable distance, E200
o v no lots  of Atari ST original
software also available Write or
call Ken Jagger, 32 Croft House
Way, Morley, Leeds Tel 05,32
524982
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VARIOUS: ICD Printer Interface
for 8-bit  Atari,  E15, Ata ri BDOXL
and tape deck fitted with Rambil
loader, plus software, offers,
Atari 800 and 810 disk drive.
offers Tel 0384 379575

VARIOUS: Boon, 1050 disk
drive with Happy (Laze() enhan-
cement, touch tablet and Atari
Artist cartridge, all power sup
plies, leads, books. dust covers,
E150. 130XE, 1050 disk dnve
with Happy (Lazerl enhance-
ment and original chips, 1029
printer, Mini Office II, all power
supplies, leads, books, dust
covers, box of 50 disks. E250;
1010 tape deck, needs 2 keys,
410 tape deck, E5 each; Books -
Assembly Language Program-
ming. The Basic Handbook,
East Programming. The Atari XL
Handbook, Mapping The Atari,
E15 the lot: Magazines - Analog,
Antic (a handlul of each). PAGE
6, Alan User, New Atari User
with d isks from issues 32 to  61.
Software - 300 disks assorted
games, PD, utilities, amateur
radio, typed-in list ings from
magazines, from 25p each_ Also
Assembler Editor cartridge, E5;
Amber screen 14" Hi Res meet •
tor fo r XL  XE with lead, video
input/output only. no sound til-
led_ ideal word processing etc
E40. Matsui 14" colour TV. 6
channels. E80. Phone 081 303
5345 any time or write to J R.
Frampton, 91. John Newton
Court. Welling,  Ken t  0 A1 6  2 A0

XE SYSTEM: 1 30XE, 1050 d k
drive. 1010 tape deck, reads
and manuals, software on disk,
cartridge and cassette includes
Superscript, Visicalc, AtariWriter
2, Flight Sim II, Solo Flight. F-
15, Silent Butler and many
more, E95 o.v n o would prefer
not to split. Tel, Rod Munday on

_0869 47570 any time

COMPLETE SYSTEM: Atari
130XE_ 1050 disk drive with US
Doubler titled, further standard
1050. XC12 data recorder,
Epson LX800 printer, all leads,
original boxes, manuals, power
packs. listing paper etc. Arcade
joystick, many programs on
disk/cassette include The Freez-
er. Transdisk, Mini Office II plus
assoned PAGE 6, Alan User,
utilities, many games including
Beach Head, Beta Lyrae,
Leaderboard. F-15 Strike Eagle.
Eidolon etc. etc. Almost the full
set of Atari User and PAGE 6
from Issue 16 The lot tor E285"
Phone Dave Richardson on
0922 51258 after 6,30pm. Can
deliver in West Midlands area

XE S E M :  130XE, 1050,
X 1 0 2 7 ,  software d isks,

s. books, Mx:Waster II
omplete. DigiDrum II.
oviernaker, Video Title Shop
urbo Basic and Compiler,
anspack Offers are invil f o r

bove Phone Syd 0 2 9 3
511 7 +-Sussex)

XL SYSTEM: 800XL, 1050 disk
drive. XC12 Data Recorder,
games on disks and tapes.
PAGE 6 magazines and Issue
disks. 2 joysticks. E140; also
available, Seikosha GP100A
printer and CEM1110111C5 interlace
E80. or E200 tor the lot Please
ring Cohn on Chester (0244)
881079 Buyer collects or pays
postage.

VARIOUS: Alan User maga
zines continuous from first  ori-
ginal to current issue Offers
7
:
800XL (suffers slight ghosting),
1010 cassette deck, all leads,
PSU's. E40 or Offers, tapes
available if required. 1029 onn•
ler with 6 ribbons. E75 or otters,
Impersonator cartridge. unused,
E15 (half Gratin price': Atari
style Infra-Red joysticks, not
working, £10 or Otters. ROM
cartridges - Ore Attack, Tennis,
Pole Position, seleswap. Am-
strad CTNI 64 colour monitor,
use with ST with Stack lead o
similar, E90 or offers. Contact D.
Edwards on 051 924 4788

COMPUTERS: Alan 400 and
800 (both 15k1 plus one PSU
and a  410. All working, E45,
Buyer collects or pays postage.
Contact Paul Stait. 2 Ghent*,
Avenue, Ramsgate, Kent. Tel.
0843 584685 evenings

TARITA LK: Data transfer pack-
age with cable and software. £9
plus carriage Also original
8-BIT software on tape, disk
and ROM - write for list to' Paul,
17 Spring Road, Clifton, Seet-
Writ. Bedfordshire. 501 7 5RE

XE SYSTEM: 130XE, 1050 with
Write protect switch, touch tablet
and drawing software, 3 joys-
ticks. WALTERS 2000 printer
and Centronics interface, 303
disk games (I I  boxed). 50 utill-
lies'inc, Mini Office IL Page De-
signer, Print Shops disks. 30
blank disks, 5e Atari User etc
PAGE 6 and demo disks Many
manuals. SparlaDos etc. correct
adaptors, a ll boxed, EI S°,  Con-
tact Robin at 66 Broadway. Exe-
ter. EX2 9LY

Hardware, software
magazines, books for sale I
many to l ist  Send  SAE to  E
Cousins, 10 Tower Street„
pie. Sutherland, S c o t ia n d
.
k W1 0

—
PRINTER: Panasonic KX-
P1 081 9 pin dot matrix printer
.Epson compatible. requires see-
able interface if used with XL'
XE. Complete with original box.
instruction manual, spare nbbon
and dust ()over. £85 plus car
nage Write to Paul, 17 Spring
Road. Clifton, Shellord, Bed-
fordshire. S017 511E

EXCESS HARDWARE: 1 Meg
XE. E80: 256k XL, E50. 1050
with Happy and US Doubler,
E130: 100 PD disks, E50 Send
SAE for list of software (disk.
ROM. cassettes'. M.G. Rice, 29,
Copse Road, Plymouth, Devon
PL7 3PZ Tel 0752 344650

XE SYSTEM: 130XE, 1050 disk
drive, 1027 printer, XC1 2 tape
deck plus software, disks inc.
AtatiWnter. Books. Also Mich
Master and DigiOrum All very
good coadition, .E200 plus car
riage Contact Syd on 0293
511708 (Crawley, Sussex)

800XL, 1
-
0 5 0
- 1
k

drive, loads of games (disk a
ROM) plus senousbusiness
software plus loads of books
E160 May split. Phone (Sun
beryl 0932 780767

WANTED

BOOK: Your Atari Computer, a
Guide to Atari 4013800 personal
computers published by
Osborne," McGraw Hill. Good
price paid. Phone 0229 54466
or write  J. Barnes, 6  Cross-a-
Moor. 'Aversion. Cumbria LAl2
ORT

A-TIME 8: Clock cartridge wan-
ted urgently. I know there ate
some out there somewhere' Tel
Chns Davis on 0933 624912

0293 2_65 ,  0 Peigit•E(

SARGON 3 CHESS: Copy ot
this program urgently needed
Will buy or swap games disk
only Eddie Cousins 10 Tower
Street. Golspe, Sutherland,
Scolland KW1 0  6 SB

MAPPING THE ATARL XUXE
orartion o t  th is book wanted Te ll
me your price, write  to Fred
Meijer Nachtegaalstraat 29,
2922VL Kampen ad I jsse l. The
Netherlands

RADIO SOFTWARE: Can ar,•
one let me have a disk copy ol
the HAMTEXT PT T YJC
1
N
program Mat will save the mes
sage and holding buffers to
disk? Also a copy of the First
Book of Machine Language by
Richard Mansfield Please ring
Harry on 0787 473136

PRINTER SHARER: Printer
sharer switch box to connect
Iwo computers to one printer
Two parallel inputs with one pa
rallel output to pnnter Wnle with
price end part icu lars to C h a s
Smith. 93 Preachers Lane. Ox •
lord OX1 tIRT

850 INTERFACE MANUAL:
Handboolemanual or photocopy
of 850 Interlace unit, also de
tails of the cable connections
between the 15 pin D connector
and the 36 pin Centronics con
nector o r printer cab le  for the
parallel interface, Please con-
tact Barnes. 6. Cross a Moor.
Ulversion. Cumbria, LAl2 OR1
Tel. 0229 54466 Any costs will-
ingly reimbursed.

PENPALS/HELP
AMATEUR RADIO: I am start
mg an Atari Radio User Group
for radio amateurs and short
wave listeners and would like to
know if  a  sim ila r group exists in
the UK already or if there is
anyone interested in joining
one. Bo th  XU XE and ST users
included I f  you a re  interested
please send a SAE for details
G7KCT Graham Rayner 38
Brockhurst Road, Chesham,
Bucks HP5 3JE

CONTACT I i  F R EE o f  cha rge  a n d  m a y h e  ne e d b y  a n y
genuine Ata ri e nthusia st f o r conta cting othe r owne rs. An y
notice  m a y be include d e xce pt those  offe ring software  on ly
for sa le  o r  exchange  o r those  offe ring it e m s f o r sa le  com-
me rcia lly. The  Ed itor re se rve s the  right  to  o m it  or e dit  a ny
notice  re ce ive d a t  h is discre sion. I f  space  is  t ight ,  notice s
may be  shorte ne d a rid addresses m a y be  omitte d with  on ly
telephone numbe rs be ing publishe d.
Send yo u r C ON TAC T n o t ice  t o  C ON TAC T. PAG E 6 ,  P.O.

Box 5 4 ,  Sta f fo rd . ST 1 0  1 Dia . Ple a se  writ e  yo u r no t ice  on
xi separate sheet of  paper, not as par t of  a letter.

FOR SALE WANTED P E N  PALS ADVICE  HELP

SOME A TARI OWNERS ARE MISSING OUT
There a re  s ti l l  thousands  o f  Ata ri  owners  w ho k now  nothi ng a bout Page 6  a nd Ne w Ata r i  User. Do  the m
a favour.  I f  you se ll  y our  e quipme nt o r  buy  through othe r  magazines s uc h as Mi c ro Ma r t ,  o r  even y our
local paper, ask  the m  i f  the y  read Ne w Ata r i  User. I f  they  don't,  give  th e m  our  address or  phone  numbe r
and te l l  the m  jus t wha t the y  are missing. The  more  readers we have the  more  s upport we  can give to  the
Atari  Classic. Y ou can s ti l l  do  y our  b i t  to  he lp the  Ata r i  wor ld a nd br ing more  pleasure t o  ne w  owners

P•ce



THE ACCESSORY SHOP
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CLEARANCE
SALE

MUSIC
PAINTER

An exciting educational prog-
ram that helps to teach music
by using colours instead of
notes. For children or adults
alike

DISK ONLY
Our usual price E7.95

SALE PRICE .14.95

SUPER
BREAKOUT

Breakout was the original
simple yet totally addictive
game and this enhanced ver-
sion will provide even more
addictive fun. Needs paddles.

ROM
Our usual price L'3.95

SALE PRICE11.95

STRANGE ODYSSEY
At the galaxy's rim, there are re-
wards aplenty to be harvested
from a long-dead alien civiliza-
tion. Fabulous graphic adventure

DISK ONLY
Our usual price E7.95

SALE PRICE14.95
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CARTRIDGE
Some programs, especially
some early public domain
programs won't run on the XL
XE but they will if you plug in
the old version of Basic.

ROM
Our usual price E3.95

SALE PRICE i1.95

PROOFREADER
Users of Atariwriter will be
delighted with this, the long
lost spelling checker for the
Atariwriter cartridge!

DISK ONLY
Our usual price E5.95

SALE PRICE 1
.
3 . 9 5

IMPORTANT NOTICE
We have been offered, as one consignment, a substan-
t ial amount of software for the Atari 8-bit on disk,
cassette and ROM cartridge. There are dozens upon
dozens of titles many of which we have not featured
before. In order that we can purchase this to bring
you fresh titles in the coming months we need to
clear much of  our remaining stock - we need both the
space and the finance to secure such a large offer.

So here we have a clearance sale - i f  you can help us
clear our shelves we should be able to bring you a lot
of new software in future issues. Virtually all prices
have been reduced but we are limited in some cases
as our prices are already less than h al f  the normal
price. Check out everything, and i f  there is some-
thing missing from your collection, buy it now - you
might never see it as cheap again.

S P E E D  H A W K
One of Atari's  last  games  for the 8-bit  can now be yours  at
budget price! A smoothly scrolling arcade game in which
you must defend the ring worlds of your solar system from
pirates.

CASSETTE ONLY
Or i gi nt i l l y  publ i s he d at  , f8. 95

Our usual price E2.95
SALE PRICE .11.95

PANZER
GRENADIERS
In this exciting solitaire wargame
you make the decisions for a
regiment of the elite armoured
infantry attached to the Panzer
Grenadiers, The Russian enemy
is directed by the computer
which will fiercely challenge you
with its own complement of in-
fantry. tanks and anti-tank guns
Three levels of difficulty, joystick
control, hi-res graphics.

DISK ONLY
Our usual price E9.95

SALE PRICE £6.95

FIELD OF FIRE
From the sands EA North Alnca and
the beaches of Normandy to the
bnciges of The Roer and the forests
of The Ardennes you'll lead Easy
Company into the crucial battles of
World War II. This fine tactical
simulation is historically accurate
and requires good planning and ex-
ecution to recreate or alter history.
To heighten the realism and im-
mediacy during play, special atten-
!ion has been given to the Hi•Res
colour graphics and lively sound
effects.

DISK ONLY
Our usual price E6.95

SALE PRICE14.95
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G A M E S
NATO COMMANDER DECISION IN THE DESERT

You are commander of Nato and Take command at the Battle of El
your task is  to delend Europe

CAVERNS OF MARS

Alamein. You can lead either side
from Soviet invas ion, Top class

Winner ol one of the fi rst Alan prog-

in this  accurate s imulat ion from
graphics, fi ve scenarios

ramming competitions, this was one

the creators of F-15 Strike Eagle
DI S K

of the fi rst vertical scrollers and re-

DI S K O R CAS S E TV E
O u r  us ua l  pr i ce  .E5_95

mains much sought after

O u r  us ua l  pr i c e 1 7 . 9 5
SALE PRICE 13.95 SALE PRICE14.95

EASTERN FRONT (1941) CAVERNS OF MARS
The cla ssic w a r sim u la t io n  b y C h r is Winner ol one of the fi rst Alan prog-
Crawford tha t  astounded At a r i u se rs ramming competitions, this was one
when re leased . Ba se d  o n  Opera t ion of the fi rst vertical scrollers and re-
Barbarossa  o n  the  b o rd e r o f  Ru ssia . mains much sought after

R O M  CA R TR I D t a : DI S K r VNII A
O u r  us ua l  pr i ce  E 6 . 9 5 O u r  us ua l  pr i ce  E4_95
SALE PRICEL4.95 SALE PRICE ,13.95

KENNEDY
APPROACH

One 01 the Most unique simulat ions
ever featuring fu lly authentic speech
synthesis as you t ry to  control the
flight o f  aircraft in to your cho ice of five
airports A  real life  simulation using 3D
graphics th is will test your concentra
lion, react ion and common sense to
the fu ll a s you t ry to cope with slow
planes, fast  je ts and even Concorde in
changing weather and with various
emergencies,

D i S K  O N L Y
O u r  us ua l  pr i ce  . 15. 95
SALE PRICE14.95

HARDBALL
American League baseball at  it s best
A h igh ly regarded game - ch e ck Out
the review in  Issue 45 - Th e  best
sports simulation on  the Atari'

R O M  C A R T R I D G E
O u r  us ua l  p r i c e 1 7 . 9 5
SALE PRICE E5.95

STAR RAIDERS II
The original Star Raiders  updated
with better graphics  and sound_ A
great follow up to an all t ime clas-
sic that set new standards

RO M CARTRI DG E
O u r  us ua l  pr i ce  E 7 . 9 5
SALE PRICE £5.95

SUN S TA R
The Sun Star is the fastest and
most powerful craft ever built  and
you must pilot  it  to recover crys-
tals from the solar grid. A s light ly
different arcade game.

DI S K O N L Y
OUR PRICE E2.95

SMASH HITS 7
Four great games • Colossus Chess
3, Electraglide. Blue Max and Alley
Cal. This sold out very quickly last
lime!

DISK
O u r  us ua l  pr i ce  T3 . 9 5
SALE PRICE,12.95

FIGHT NIGHT
Fight Night b rings you a!I The Mri
the boxing ring a s you lace  the most
brutal fighters ever in  fi ve  separate
battles, 1,2 players.

R O M  C A R T R I D G E
O u r  us ua l  pr i ce  . 17. 95
SALE PRICEL5.95

MISSILE
COMMAND
Another of the all-time
classic arcade games that
has you defending cities
from missile attack. For
one or two players.

R O M  CAR•FRI DG E
O u r  us ua l  pr i ce  1 '5 . 95
SALE PRICE 14.95

PA C - M A N
Possibly the most  well known
of all computer games. St ill a
classic and st ill in demand

RO M CARTRI DG E
O u r  us ua l  pr i ce . E6 •95
SALE PRICE £5.95

BLUE MAX
Everyone must have heard of this
World War Two 3-0 fl y ing game.
We no longer have the ROM car-
tridge but this  c lassic can be
yours on disk  for a lowly  sum

D I S K  I

OUR PRICE £2.95

S P I N D I Z Z Y
Well kn o wn  a n d  h ig h ly regarded
game in  w h ich  t h e  a im  is t o  e xp lo re
and m a p  a  3 -0  wo rld . Exce lle n t
graphics and testing puzzles

DI SK O NLY
O u r  us ua l  pr i ce  . 14-95
SALE PRICE £3.95

ZAXXON
One of the all time classics tor the
Atari. Zaxxon set new standards
with its unique 3 dimensional battle-
field and great graphics

DI S K O N L Y
O u r  us ua l  pr i ce  .C2.99
SALE PRICE12-50

KENNY DALGLISH SOCCER MANAGER
The ult imate in  football management games Fo r  the fi rst  t ime in  a football
management simula tor stunning top-notch fu ll co lou r graphics with  a tun-packed
game design wh ich w ill leave you breathless with  it s great teatures. it  has an
amazing easy to  use icon•drive p lay system and the excit ing  gameplay includes:
full lou r d ivision  league. detailed graphic h igh lights,  board o f  d irectors tor detailed
performance reports, detailed game strategy, haltlime updates. substitutes, in-
juries. suspensions, fu ll t ransfer market and lo ts,  lo ts morel

CASSE7E ONLY S A L E  PRICE i1.95

US FOOTBALL
Amencar. Football is now a  b ig  craze
in th is country and you Can now p lay
at home. Outsmart the defence, make
tackles select plays and more

R O M  C A R T R I D G E
O u r  u s u a l  p r i c e  , C6 , 9 5
SALE PRICE 1
.
5 . 9 5
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W A R  G A M E S
AND OTHERS

TA I L  O F  B E T A  LY R A E
Our A-Z of Atari Sof tware series says "The ult imate •Scramble
clone with superb graphics  and mus ic . " A great  horizontal
scroller that sets the s tandards for others to follow

CA s S E
-
I
-
I
-
F:

OUR PRICE.E0.99p

MR ROBOT
& HI S  RO BO T FACTO RY

LIne of the most tarnous platform games
that has you running and jumping over
everything In sight A  really classy game

DI S K O N L Y
O u r  us ua l  pr i ce  . 11. 99
SALE P R I C E 1
.
1 • 5 0

MAXWELL'S DEMON
A sim p le  ye t  cha lleng ing  p u zzle  gam e
which will gel you totally addicted. In
fact Iwo games in one for double the
tun

DI S K O N L Y
O u r  us ua l  pr i ce  11_99
SALE PRICE _11%50

SERIOUS STUFF
LETTER WIZARD

For those who need a  lit t le  more
sophistication in  a  word processor,
Letter Wiza rd  g ives you a ll o f  the lea
lures you would expect

DI S K O N L Y
O u r  us ua l  pr i c e , E 5 . 9 5
SALE PRICE .14.95

INVITATION TO
PROGRAMMING 2

Entitled Writ ing Your C•ivn Programs,
comprises TWO cassettes and TWO
workbooks and does not require In-
vitation To  Programming

CAS S E TTE  O NI , Y
O u r  u s u a l  p r i c e  I
-
2 _ 9 5
SALE PRICE f1.95

ADVENTURES/ROLE PLAYING
THE ETERNAL DAGGER
Many cons ider the SSI role-play -
ing games to be among the best.
This is  the follow up to the best-
selling Wiz ards  Crown

DI S K  U N I X
O u r  usua l  price 1'8,95
SALE PRICE 15.95

JEWELS OF DARKNESS
Three superb. classic,  adventures with
lu ll co lou r graph ics. Choose trom Col-
ossal Adventure. Adventure Quest o r
Dungeon Adventure as you take on the
challenge o i the myth ica l worlds cre-
ated by Level 9 Th e  Premier co llect ion
nicely packaged with  a  64 page book

D I S K  O R  C A S S E T T E

SALE PRICE14.95

MIG ALLEY ACE
An aerial combat s imulat ion set
In Korea with 30 graphics, cock-
pit ins trumentat ion, dif ferent sk ill
levels and much more

DI S K O N LY
O u r  us ua l  pr i ce  .E6.95
SALE PRICE £4.95

L A N C E L O T
Level 9  recreate the t ime e l wizards
and the Kn igh ts o f  the Round Table in
a three part adventure spanning the
complete saga o t  the quest fo r the Holy
Grail. Superb ly researched and superb-
ly writ ten th is text adventure is tu ll of
atmosphere and h igh ly recommended

DI S K O R ( '  ASSETTE
SALE PRICE 1
.
4 . 9 5SEVERAL OTHER ITEMS AVAILABLE FROM TIME TO TIME- PLEASE ENQUIRE



CASSETTE BARGAINS FROM PAGE 6!
New cassettes from only 95p each including postage!

Enhance your collection with these brand new game cassettes
available now from the PAGE 6 Accessory Shop

TRANSMUTER
A ne w kind of weapon. This sci-fi  a rca de  game
features exce llent smooth scrolling,  incre dible
terrain. ve ctor gra phics se ctions and subte rra -
nean caverns. Fast reactions and a cool nerve are
a necessity. Music by David Whittaker

KIKSTART
The ultimate  off-road motorbike  scra mble  simula -
tor. Guide  your ride r ca re fully ove r the obsta cle s
In this a ll a ction simula tor for 1 p la ye r aga inst the
computer or 2  pla ye rs aga inst each othe r a s we ll
as the clock

180
What ca n we  sa y? A great da rts challenge_ Eight
opponents, digitise d speech,  two pla ye r option
live  joyst ick control,  fu ll ma tchpla y scoring,  a
sense of humour,  supe rb pla ya bildy,  this one  ha s

a li
,

SIDEWINDER II
It is 27 ye a rs since  the fina l battle  of the wa r with
the a lie ns. 27  ye a rs of peace have  re igned in the
Western Spira l Arm  of the  Ga la xy. All th is is
about to change . Ste p aboard your cra ft and pre-
pare to defend ma nkind in th is a ll a ction spa ce
blast

GHOSTBUSTERS
Has anybody seen a ghost? Matter of tact yes
they have! At this very moment hundreds of
ghosts a re  ma king the ir wa y to the  infa mous
spook ce ntra l. Only you ca n sa ve  the  world from
a disa ste r of biblica l proportions. So  go and show
•em how you do it!

N INJA
Bla sts ihe  be lt off a ll other martia l a rts games!
That's all it says on the inlay! Someone sure
reckons this is the  best punching,  kicking,  duck-
ing and diving game a round

ROCKFORD
The only true arcade version of the classic game
Boulderdash. There  are  four le ve ls on each of five
different worlds with four scre e ns on each le ve l.
It all adds up to eighty totally different playing
screens,

INCLUDES FREE GAM E C R Y S T AL  RAIDER

PROTECTOR
Assigned to Fort Rucker. the US Army Helicopter
Training School based in the Nevada desert, your aim
is to become the best chopper pilot this side of the
Iron curta in. A real Protector! Your mission consists
ot a  strategic battle of wits between yourself and
either another pilot or a computer controlled RPV

ROGUE
You are  the ROGUE. Your mission is to se a rch
the Dungeons of Doom for the Amulet of Vendor.
In Me dungeons you will lind many things to aid
the quest for the Amule t,  yo u  will a lso encounter
fearsome monsters and liendish traps that will
challenge a ll your skills

UNIVERSAL HERO
Only seven seconds te ll lo  save the planet! Universal
Hero has  to save his  sk in a nd everybody  e ise 's  by
finding bits to repair a shuttle to get to a planet to
pick up the spares to mend a space freighter which is
out of control and about to blow him and his chances
of getting back to earth to atoms.

HENRY'S HOUSE
t ittle  Henry has shrunk_ He must navigate his way through
the royal household to find the cure. Avoiding all the
obstacles in his path, from terrible toothbrushes. through
pestiferous parrots and chefs chasing chickens, to a tmal
encounter with the vicious vampire! Acknowledged by all
reviewers as one of the best Atari games GI all lime

BOMB FUSION
A te rrorist gang ha s planted bombs throughout
the Sellerscale Nuclear Processing Plant and you.
as ex super hero (ex after the •Boris Affair') have
to go in and save the plant and possibly the
Northern Hemisphere  from de struction

MILK RACE
Cycling 1.000 mile s is no mean feat -  and you
could end up fee ling pre tty exhausted by the  time
you've  finishe d pla ying this supe rb ra ce  simula -
tion de signe d e spe cia lly in conjunction with the
Milk Race

G U N  L AW
Four months of bloody alien attacks have taken their
loll -  a ll the surviving inhabitants have tied and arson
attacks have been made on your weapon stores, they
destroyed what you could not carry away. You are lett
to tight alone against ruthless and bloodthirsty kille rs
with lust a single  machine gun

REVENGE II
The Mutated 90 foot high,  la se r spitting death
camels have  rebe lled aga inst the ir ca ptors the
Zzyaxians and are Out for revenge! All actiori
highly gra phica l shoote m•up from Je tt M inte r

DESPATCH RIDER
Join the  gr owing ba nd of s treet de m ons  -  thos e
tearless horders who terrify the population of the hi.
cities to get the parcels through. Plan your moves to
make some money, but don't take too long t im e  is
always short Gain an instant macho rating and be a
despatch rider with this a ll action simulation

I N VA S I O N
Mobilize  your units and prepare  for ba ttle . This a ll
action space conflict requires skill, strategy and
tactics. You must destroy the weather control
station in  orde r to win  the  battle  but e ve ry move
you make  the  enemy will counter,  a nd they're
waiting for you to ma ke  just one  fata l slip  up

LOS ANGELES SWAT
Specia l Assignme nt R e scue  the  hostages I rom
the te rrorist gangs holding out in We st L .A. Clean
up the streets. Blow away the bad guys and be a
hero on network TN.! Fail and you won't be
coming back to watch it. All action joystick bend-
ing comba t for those  with the  skill to survive '

SPEED ZONE
Enter the Speedzone in a  fra ntic defence aga inst
marauding a lie n force s. A surve y sh ip  sent into
the area come s unde r a ttack. As an e ne my ve sse l
draws closer your "STARFIRE" class attack craft
is launched

FEUD
To win  a t Feud you must "out-spe ll
-  y o u r  r i v a lWizard le a noric. In Kie ke 's he rb garden you will
find the ingredients for your spells but tread care-
fully a s strange  things can happen in th is game
of ma gic and myste ry

PANTHER
Save the last humans on Xenon before the alien
hordes turn them into Sunda y roast! Take  your
ground a tta ck ship through th is 3D scrolling
mega shoot-em-up with great gra phics and unbe-
lievable soundtrack

Any one cassette E1.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five £7.50
or select ANY TEN CASSETTES FOR JUST E9.50!

All prices are inclusive of postage

LOADS MORE SOFTWARE ON DISK, CASSETTE AND ROM ON THE NEXT PAGE!
New Atari User' Issue 157 4 9



MORE SOFTWARE AT REDUCED PRICES

Cassette or Disk as marked
BATTLE CRUI S E R D  £ 5 . 9 5

NA 1 0 4 0 S T
,
5 2 0 S TF
M 
T O  
S C
A R
T

ROM CARTRIDGES
FS II JAPAN SCENERY D £9.95

E19.95

FS ll SCENERY DISK No. 6 D DE S E RT FALCO N£9.95 £4.95

REPLACEMENT JOYSTICK CABLE NA 1 0 4 0 S T
,
5 2 0 S TF
M 
T O  
S C
A R
T

£12.95
3 METRE JOYSTICK EXTENSION E 4.95 MOICDOLOUR SWITCH UNIT E19.95
CENTRONICS PRINTER EXT. (1 in.) (14,95 PAIR OF MIDI LEADS E 8.95
CENTRONICS PRINTER EXT (2 m.) (16 95 ST TO HITACHI TV E11,95
CENTRONICS PRINTER EXT. (3 m.) (10 95 520ST TO PHILIPS 8833 Mk 2 E11.95

The following are  a ll pr iced A L L  A T  E 2 .9 5
at £1 .50  each

B E T A  L Y R A E
A S T R O  D R O I D  B L U E  M A X
A T A R I  C O M P I L A T I O N  J U N O  F I R S T
C O L O N Y  L A S E R  H A W K
D A R T S  L I V I N G  D A Y L I G H T S
D A W N  R A I D E R  N . Y . C .
D A Y L I G H T  R O B B E R Y  P I C N I C  P A R A N O I A
F O O T B A L L  M A N A G E R  O L J E S T P R O B E
J O C K E Y  W I L S O N ' S  D A R T S  R O C K E T  R E P A I R  M A N
L A S  V E G A S  C A S I N O  R O S E N ' S  B R I G A D E
L A S T  V 8  S C O O T E R
M A S T E R  C H E S S  T H E  E  F A C T O R
M I S S I N G  O N E  D R O I D  T R A I L B L A Z E R
M R  D I G
M U T A N T  C A M E L S
P A N I K ADVENTURES/ROLE PLAYING
P H A N T O M
P L A S T R O N  C a s s e t t e  or as k  as marked
P O G O T R O N  A L L  NOW AT £3.95
R E D  M A X  K N I G H T  O RC E 3 . 9 5
S I D E W I N D E R  D R U I D  £ 3 9 5
S P A C E  S H U T T L E  M O R L A C ' S  TO WE R £ 3 . 9 5
S P Y  V S  S P Y  S I L I C O N  DRE AMS  E 3 . 9 5
S P Y  V S  S P Y  A R C T I C  A N T I C S  V O O D O O  CAS TLE  E 3 . 9 5
S T R A T O S P H E R E
S U R V I V O R S
T H E  L O N E  R A I D E R

SERIOUS/EDUCATIONAL
Cassette or Disk as markedT U R F  F O R M

CASSETTES

WAR GAMES/SIMULATIONS TE

H O W  T O  O R D E R
When you receive your copy of New Atari User you will fi nd an order form
enclosed detailing every item available this  issue - s imply  complete and
return it, we will send you another order form with your goods. If you don't
have an order form, don't  worry ,  just drop us a line • you don't  have to use
the order form,
Don't forget you can also telephone your order and pay by credit card -
just pick up that phone and dial 0785 213928 and your order will be on ils
way within 24 hours

GAMES ON DISK

LETALK

C A B L E S
Some cables are quite difficult to find but we stock most of
those needed for the X L
,
X E  o r  t h e  
A T A R I  
S T .
-
C h e c k  
t o  
s e
e  
i f

the cable you need is here

FOR XL/XE
XLXE 1 METRE SERIAL CABLE
850 INTERFACE TO ST
XL XE TO MONO MONITOR
XLXE TO SCART
XLXE TO COMPOSITE VIDEO

18.95
14,95
15.95
E 3.95

GEN ER A L C A B LES

FOR S T
JOYSTICKNOUSE EXTENDER E  5.95
2 METRE CENTRONICS CABLE t  7.95
3 METRE CENTRONICS CABLE E  9.95
ST TO 850 INTERFACE E  0.95
ST NULL MODEM CABLE 12m.) E  8_95
2 METRE FLOPPY DISK DRIVE C15_95
520ST TO PHILIPS 8533 MONITOR E12.95

Our cables are obtained from one of the UK's leading cable manufacturers and
use the highest quality components. You can pick up cheaper cables else-
where but they Olen use inferior quality components which may cause loss of
data and other problems. Extension leads in particular need to be made to the
highest specification to ensure integrity of data transfer

HOME FILING MANAGER D
D £ 3 . 9 5

EDUCATION
JUGGLES RAINBOW
A first computer experience for children aged 3 to 6
that teaches the concepts of above, below, left and
right plus letter recognition
DISK ONLY S A L E  P R I C E  £ 3 . 9 5

JUGGLES HOUSE
Another for 3 to 6 year olds leaching the concepts
of inside, outside, upper and lower with Juggles'
House and Toyshell
CASSETTE S A L E  PRICE 1
.
3 . 9 5 BOOKS
EASY PROGRAMMING FOR
YOUR ATARI MICRO
This book went out of print 3 years ago and we
have been searching for a replacement ever since.
We are absolutely delighted to have found more
stocks of one of the best beginner's books ever
published

NEW REDUCED PRICE £4.95

ATARI ADVENTURES
An excellent book written by adventure expert Tony
Bridges covering adventures in general and show
,ing how you can write your own adventures
PAbieshed price £5.95 O U R  PRICE E1.50

£2.95 WR IT IN G  STRATEGY GAMES
It you are ted up with simple arcade style games
but are not sure of the maths required in writing
'thinking' games like chess here is a book that will
help you Out.
Pubbshed Ante E5.95 OUR PRICE £1.50

D U S T  C O V E R S
We still have many dust covers in stock but due to massive
price increases in the cost of our preferred material it is
doubtful  whether we will be able to obtain dust covers of the
requ ired  qua lit y  in  f u t ure .  B uy  n o w wh i le  y ou  c an.

FOR  XL/XE
6 5 X E
400
800
BOO XL
-
1
3
0
X
E

410 O LD Cassette
410 NE W Cassette
1010 Cassette
XC11 Casset te
XCl  2 Cassette
810 Di sk Dr ive
1050 Di sk Dr ive
1020 Pr inter
1027 Pr inter
XMM801 Pr i nter

SOL OUT
£4.95
£4.95
KID OUT
910 OUT
s c t n
c nE3.25
£3.25
E3.25
SOLD CO
E3.95
SOLD CUT
SOLD CUT
£4.35
E5.95

FOR S T
MEGA ST CO MP LE TE  SOLD 001
MEGA KE Y BO ARD S O LD OUT
1 040STI STE E 4 . 9 5
520STFM/ STE £ 4 . 9 5
Single SF Dr ive £ 3 . 9 5
Stacked SF Dr ives £ 4 . 3 5
5M124  Moni tor  E 5 . 9 5
SM125 Moni tor  E 5 . 9 5
5M1224t5 Moni tor  E 5 . 9 5
SMM804 Pr inter  E 5 . 9 5
PHI LI PS 8533 Moni tor  £5.95

Covers for many other Printers
and Monitors  are in stock f rom
f41•95 - please ask for details-

Most of our dust covers are ol translucent (see-through) PVC with piping
to match the colour of the computer and look particularly attractive but
later stocks may be ol beige colour PVC

PUBLIC DOMAIN
The Accessory Shop has the largest  and best  select ion of
PUBLIC DOMAIN and SHAREWARE DISKS available for the
Atari Classic.  You wil l  fi nd the latest updates enclosed with
every issue of New Atari User.  Treat yourself  to some
stunning programs at minimal cost

50 I s s u e  62 • New Atari User



NIGEL MANSELL'S
WORLD CHAMPIONSHIP
l ,

his software is presented in a col-
ourful  box with a picture of the
racing moustache holding his

championship cup aloft. The rear of the
box is artistically daubed with screen
shots that proclaim this to be 'just
another  Formula One racing Game". So
common is this genre becoming it is
earning its own abbreviation - F I, I  add
this only to save later confusion. since
the first. time I came across the label I
thought it was some form of new diet
plan!
The game comes on the one solitary disk

with a pretty coloured manual  poster
and the almost illegible wheel. The wheel
is there as a copy protection device, care-
fully pr inted in illegible dark grey on deep
black. Whi le appreciating this precaution
is to stop photocopiers dead in their
tracks it also makes legitimate users
lives most annoying,
Once Into the game the disk whirrs -

busily and some attractive, not too stere-
otypical, music appears, The graphics
whilst waiting are fairly encouraging and
the player does indeed start to warm to
the task ahead. Once the game has
loaded and (he protection been (le

1 Titre:

Publisher:
Price:
Reviewer:

NIGEL MANSELL'S WORLD
CHAMPIONSHIP
Gremlin
£25.99
Damon Howarth
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ciphered the first ob
ject of the game be-
comes apparent.  It
was worrying when
reading the manual
to see the reliance
placed on the use of
the new Freewheel
Joystick hut It be-
comes apparent this
is probably not a game requirement but a
marketing ploy. True enough the soft-
ware allows other  control methods, but
the player is led to believe the new hard-
ware makes the game so much more
worthwhile. I did not have this piece of
equipment and therefore cannot offer a
comment but it did seem though that the
use of the item was unnecessarily com-
plicated.
I selected standard joystick mode and

found the game compliant enough.  The
start presents several icons with choices
to be made. I suggest the Improve with
Mansell option since it allows a solid
practice with a dotted racing line to be
followed for  security. The only problem
here is that Mansel l  will make dreadfully
smug comments about the awfulness of

the players driving ability, Still, hay
ing endured this. I went onto the
track. I decided to change aerofoil
and tyre mixtures and remembered
to change the default name so that
could instantly recognise my pit in-
lormation then,  engine revving,
was ready for the fray. The actual
sounds were not too bad at all,
al though to my uneducated ear I
was not too sure if the sounds were
as advertised actual  digital recrea-
tions of a Renault engine or just a
very loud Honda 250.  I accept this
was just my own problem since I am
not one of those people who listens

to racing ears most intimate noises.
Nevertheless the sound was strong and •
blood poundi ng so once the starter
allowed I was raring to go.
The game handled very well. There

seemed to be no overt problems and the •
car reacted to my joystick's every com-
mand.  I visited the pits for another  excel-

lent piece of animation and even man
aged to finish the course. The scenery
was different enough to know that the
courses were changing through the sea-
son and there was even a bit of weather
to contend with, but the thrill seemed to
wear off after several dozen laps. I accept
that the Williams that is used as a model
is well done, even having a visual display
that seems to emulate those seen on
Murray Walkers chats. The game has ev-
erything the Ft freak could want and yet
there seemed to be a little something
missing, the game lacked a certain char-
isma. Certainly it has a strong claim to
being one of the best ST F I games about
but it manages to miss on glitz too much.
Maybe that is why it was named after Mr.
Mansell?
Overall I felt that this was a game that

had been produced to sell a particular
joystick. The fact it ascends the heights
to become a pretty good game and a
strong contender for ST race game of the
month feels almost coincidental.  There
do not seem to be many ill any) better Fl
race games about for this machine. Try
it, but I suspect it may well come as a
Joystick bundl e in the not too distant
future.

• GAMEPLAY - Well. surprisingly play
fibit wal ly,  don't believe the wheel is
all though

SI GHT al SOUND - Again very strong
the game perlorms well wider
pressure

OVERALL • I  liked this game despite
myself - i ake a look, it has some
promise
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C if
C iv i l i z a t ion  has  fi nally  f ound it 's

way on to the Si'!  I have been
play ing this  game on the PC for

many  moons  now never get t ing far but
enjoy ing it enormous ly .  This  is the game
that  took Railroad Tycoon of f  the top spot
and it  s t ill lurks  in the top ten of  every
machine it  has  been released for.
Loosely (very loosely according to some

afi cionados) the game has it 's roots  in
Civ ilisafi on the t rading board game. Bay-
ing played both I t h ink  the connect ion is
loose. and Indeed the methods  of  obtain-
ing your goals are very dif ferent .  The ob-
ject  of  the game is to br ing your people
f rom nomadic  wagon folk  to space age
travellers  and found a new space colony.
If that  is not  to your taste then you can
beat the oppos it ion int o the ground and
win a mi l i t ary  victory.
To explain the complex ity  of  this game

would take several t housand words.  in-
deed so complex  are i t s  basics that  there
are already two books available on the
subject. Before my  enthus iasm for this
game becomes too unbounded let 's look
at the hardware needed.

EATING
MEMORY!

Sadly this  game needs at least a 1040
machine.  it  would ideally  have something
bigger. It comes  on four double sided
disks, not  bad for the inf ormat ion in it .
but  it  does mean certain sect ions need a
great deal of  disk s wapping which s lows
every thing down and makes  for some
frust rat ions.  This  is especially t rue of  the
graphic  sequences which,  alt hough not
altogether necessary, mak e for a great
deal of  atmosphere.  I f  you are lucky
enough to have a hard drive make sure
you ins tall it  there.  I f  you are not  so
lucky then the two fl oppy disk opt ion is
very necessary and if  you have loads of
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ZATI1
memory  a ram disk
wi l l  take the ins talla-
t ion.  (I do not  recom
mend the Ram Disk
opt ion to any wit h
less t han 4meg on
board though).
The graphics  are

good and alt hough
they do not  need to be
as s t rik ing as some
high tech shoot 'ern
ups, they  do offer
great deal of  feel and
some subt le clues.
The animat ion and play ing speed are fair
but  again this  is a t h ink ing game and.
somewhat  like chess programs,  does not
need fl ash speedy movements.
Firs t  advice to any player is to read the

manual  very thoroughly .  Alt hough the
teaching mode is good there is not hing
bet ter than k nowing what  is available
and how the game should be played. The
mouse is necessary and makes  many
c ommands  more usable.  Once the game
has been played a few t imes  it  may  seem
advisable to t urn  of f  as many  of  the
palace bui lding graphics  and c iv ilopedia
opt ions  as comfortable.  This  does away
wit h many  tedious disk  swaps.
Now on to the game

A RUN
THROUGH

As wit h the Railroad tycoon rev iew the
easiest way  to explain the game is to run
t hrough a few turns .  At  the outset t he
mac hine wil l ask if  you want  the pre-
made,  almos t  his torical.  Eart h or if  you
want  one created f rom scratch. Once
y our land has been created then select a
diffi culty  level, number  of  computer
opponents  and,  fi nally ,  the race you wish
to be. There are a huge number  of  possi-
ble races and my  advice is not  to pick
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Brit ain unt i l  you have some experience in
the game.
For my  example I shall suggest that  the

choice be Chief tain level (basic) wi t h the
max imum seven opponents .  play ing as
the Egypt ians.  Since I do not feel sexist
today I shall play  as Cleopat ra (even
t hough the sof tware calls  me King
Cleopatra!!).  The first v iew I receive of my
k ingdom is a covered wagon on the back-
ground of  sand wit h many  undisc losed
squares about  me. My  fi rst  choice is
either to move the wagon or to found a
city. I f  there appears  to be sea some-
where near I shall move near that  and as
long as the s urrounding terrain is not  too
barren wil l  set up my fi rst  city. I  wil l
not ice as I move that  hidden squares
disclose themselves as I go near and the
map of  the world grows  a lit t le.  Once the
city is built .  I accept t he name offered
and I am then offered a choice of  things
to bui ld in this  city. The advisors exhort
me to either buy  soldiers  or granaries.
s tart  to build a mil i t ia man and wait  unt i l
he is  built  or I have enough people to
grow larger.  As the populat ion expands
so does my  abilit y  to build.  Indeed I may
even have the locat ion to start  c iv ilis ing
my  people. I am asked what  advance we
wish to study, I  wi l l  choose Bronze Work -
ing so that  lat er t roops can defend t hem-
selves better.  I t hought  about  Alphabet  to
enable other advances later but  came
down on the side of  domest ic  defence.



- • •
• 5
; • '
E
-
: E
L -
P S
I S
S I
. S
a a
. T
• L
B S
E t
S I
S I
G l
E i
B l
g a
g l
g I
g n
' t
a l

ASTRONOMY
at Lititz atior Ado arc,

•
Perhaps the  ol dest tai t he  stter ces ASTROfl0134

▪ ar i l i cated b9  obser  vir9 the reyulat st9 of  celestial• ,
Ltoveverts T h e  ear l iest.  astr  (Drovers v e t e  or tests
,
e
h
o 
o
v
e
r  
e 
o
c
t
e
t  
a
b
l
e 
t
o 
u
s
e 
t
h
e 
o
r  
e
d
o
c
t
a
b
i
h
t
y 
o
f

e•eKs t o r ol i ttai t  thei r  orpaer  fi r ci er t  Greek studerts
f 4 of IIS1110110114 ur der stood that  the Sur  a s  the cei ter

of t he  Solar  S 5 t e I F %Haile r easot  able estunates for
- t he  si z e a r d distartce of  the  Sur  ar d Moor  a i d f d e

(Jose est i vate  o f  the  si z e of  the Ear th These
Fates Lot  r edi scover ed i t  t he  t i est  for  OLter
thousai l l  year s  Muc h l ater  ASIR0110114 becar e

••l• i voor tar t  i t  ti rneleetoiLo a i d ifiltliChT1011

' I l i e r e f a e a
r e f e r a
t E S
-
6 1
0
.
r e l a r -
a t a r E f E r t r
a l l 1
P r o w
P o i l a

5

Eventually I am of sufficient population
and armies to send out a scouting party
and maybe start to create further  settlers
to bui ld more cities. All will be well unti l  I
meet other  nations or barbarians. I  can •
trade with some nations and in this game
the first audience is with Queen Eli-
zabeth I. She wishes to swap advances
with Inc. I happi ly trade my Bronze work-
ing for England's knowledge of map mak-
ing (sailing effect). I f I have developed
writing by now then I may be able to use
the diplomats I can bui ld to set up
embassies and/ or  steal information front
them. I might also feel these upstart En-
glish are muscling in on my territory so i f
my technology allows I may even start a
war with them.
Meanwhile deep in my empire my first

city having growl' large has completed
it's aqueduct and I decide to build a
Wonder  of the World. Since it appears
the Chinese have buil t pyramids I go for
the Colossus in the hope trade will in-
crease. thereby Improving income, les-
sening taxation and enabl ing study time
to be enhanced. I t is becoming apparent
now that I have many decisions to make
all the time. I even have to decide which
is the best government at any time.
Monarchy is good for expansionism and
early on but later it helps to be a republic
or democracy in order to maximise in-
come and invention. I can't declare war
as a republ ic/democracy though as my

From the dawn of
man to the conquest
o f  space

people may also become unhappy and
revolt. All these things need to be jug-
gled. Financial  stability versus expansion
and invention, trade versus war, enl ight-
ened government or harsh total i tarian-
ism. The choices all need making on a
regular basis. There are no correct deci-
sions each depends on any given situa-
tion_ Do you use your settlers to make
new cities and thereby encourage growth
and prosperity or are they better em-
ployed tilling the land to provide more
food or  making roads for better travel?
Subsequently pol lution rears it's head
with factories and nuclear  weapons. the
ozone layer may fracture and then there
is the space race as things become more
frantic.

SCRATCHING
THE SURFACE

This Is a game with so many levels even
an in depth review such as this cannot
hope to but scratch the surface. I could
probably rant on about this game for a
long time to come and I look forward to
seeing comments and questions in New
Atari User because the game on other
machines has provoked excited comnicil
and hints galore. This is a game thast
needs talking about and thinking about.

I believe that the end result even makes
the swapping of floppies worthwhile_ Do
not be dispirited i f you keep dying, it is
possible to reach the end of the game
alive albeit as an underdeveloped under
threat nation.
Hints? Well bui ld as many cities as you

comfortably can, and keep the popula-
tion up.  Make sure you have diplomatic
relations with as many nations as you
can find and keep a strong defence force.
If you have the production capability
having the Great library and the pyra-
mids is more than a little useful_
In conclusion this is a game that is well

worth getting to know. I t is certainly
worth finding some storage method that
does not rely on floppies and the game
presents a challenge to anyone at all
sorts of levels. This has to be one of those
games that would appear  on desert is-
land computer  disks. I can't recommend
highly enough - except for those damn
floppy swaps.

•  GAMEPLAY - Thought pr000king toad
smooth except for the _floppy rout ine

•  S I G HT & SOUND I  _Nand both
atmospheric  and useful. t urn of f  ex-
cess graphics to save on floppies

•  OVERALL - Get  it  now,  i f  necessary
get the hard drive or Ram upgrade to
go with it

fr

CIVILIZATION
Micro prose
E34.99

Reviewed by
Damon Howarth
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M U S I C
WITH YOUR ATARI

Most music  c rea ted  on a n
S T  is l i m i t e d  to th ree  or

f o u r  t racks  but  there  a re
g r e a t e r  possibi l i t ies.
Here  John S Davison sets
out  on a n  ambi t ious
project  to produce a  21
p a r t  a r r a n g e m e n t  to be
accompan ied  by a  fu l l
p r i n t e d  score

0  n e  of  the most  challenging c omput er based mus ic
projects I've been involved in to date is now nearing
complet ion.  As it  relied heavily  on the use of Atari STs

I t hought  it  would mak e a good subject  for this  column,  so
here's the story of  T h e  Albatross.
My good f riend Derek  West is a profess ional mus ic ian,  and

unt i l  recent ly  he worked as a bandmas t er in the RAF. His
circ le of  f riends inc ludes the composer Greta Wi lms ,  who
wrote a marc h called The Albat ross  especially for the Air Force
hands. Greta has a large number  of published mus ical works
to her credit ,  but  for some reason her publishers  weren't
interested in "rhe Albatross.  She dearly  wanted to see it  in
print ,  so Derek  and I decided to tackle it  ourselves. Af ter all,
we both owned Atari STs  so already  had some of the tools
needed for the lob.

SOFTWARE RULES!
BUT - hardware is only  half  the story. A c omput er is only  as

good as its software, and for this  job the sof tware had some
pret ty exact ing requirements  to fulfi l.  Basically ,  we needed a
desktop publ is hing system for music ,  capable of  handling all
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the symbols  found in s tandard mus ic  notat ion.
It had to be able to print  a complete mus ical arrange-

ment .  inc luding the conductor's  score showing all 21
ins t rument al  parts  spread down each page. plus  2 I
indiv idual parts  - one for each ins t rumentalis t .  As the
Indiv idual parts  are mus ically  ident ical to those in the
conductor's  score we wanted to input  the score only and
then have the sof tware extract  and print  each part  auto-
mat ically ,
To check for t ransc ript ion accuracy we also needed to

hear the mus ic  played front the score af ter we'd entered
it. This  required the capabilit y  of  MIDI  playback  us ing
synthesisers to s imulate the band ins t ruments ,  Then.

when every thing sounded OK. we wanted the sof tware to
produce high qualit y  out put  on dot  mat r ix  printers ,  as we
didn' t  want  the expense of  hav ing to buy  a laser printer.
Af ter look ing at v irt ually  every thing on t he market  we con-

c luded there was really  only  one sof tware produc t  that  came
anywhere near our requirements  - C-Lab's  Notator,  a com-
bined sequencer and score pr int ing package. I described its
features in detail in Issues 54/ 55,  so won't  cover t hem again -
In t his  art ic le we're more concerned wit h how it coped wit h a
real live s ituat ion.
Get t ing f amil iar wit h s omet hing as complex as Notator isn't a

t riv ial task, and we spent  many  evenings jus t  t ry ing out  diffe-
rent features  to see what  they did.  Despite reading the huge
manual  it s t i l l  took muc h t rial and error before we really
unders tood how certain features worked,  I s tarted a notebook
to record prac t ical hint s  - every t ime we did s omet hing new I
briefl y jot ted down how we did it  for future reference. It proved
muc h easier to consult  my  notes t han to wrest le wit h the
manual  again later.
The hardest  part  to sort out  was the print ing.  None of  Nola-

tor's supplied pr int er drivers  seemed to exactly match the Star,
Panasonic.  and IBM dot  mat r ix  printers  Derek and !  normally
use. Print er "driver" is the right  word - we drove our printers
crazy t ry ing to fi nd one wit h the right  characteris t ics.  Even-
tually ,  by  modif y ing an ex is t ing driver us ing Notators  print er
adaptat ion editor,  we produced s omet hing that  gave quite good
results.

SOURCE MATERIAL
Obviously ,  when publ is hing mus ic  you need sourer material

to start  f rom.  Greta originally  composed Albat ross  at her  grand
piano,  and recorded the fi nished piece direc t ly  to audio casset-
te. There was no writ t en mus ic  at t his  point ,  so the recording
had to be t ransc ribed onto paper then specially  arranged for
performance by the RAF wind bands.  This  ex t r t mt ly  sk illed
task was  handled by George Geddes. another of Derek 's  mus i-
c ian f riends.  His  handwrit t en band arrangement  became our
source material for input  to Notator,
' rhis  raises an import ant  point .  You need PERMISSION to

publ is h mus ic  - not  only  f rom its original composer,  but  also
f rom the arranger of the version you're work ing with,  as both
aspects are subject  to copyright .  In this  case both Greta and
George were only too happy to give their consent to what we
were doing.
We planned to use one of  Notator's sequencer t racks for each

ins t rument al  part .  Notator usually  works  wit h 16 t racks at
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once - one for each MIDI  channel - but  It does have a special
mode al lowing you to couple together two sets of  16 tracks.
necessary here to fi t  our 21 t racks  in. We then had to get the
handwri t t en mus ical notes off the page and into t heir approp
ra t e  t racks in the computer.  Notator gives you a choice of
input  methods .  whic h bas ically  boil down to play ing the s tun
in f rom a MI DI  ins t rument  (such as a keyboard) in real t ime
us ing the sequencer,  or input t ing it in  step t ime us ing one ol
the available graphical editors.  Both Derek  and I are pr imari ly
wind ins t rument  players  and aren't  very good at s ight  reading
input  v ia a keyboard.  So, in  the absence of  a suitable ''gob-
synth" (MIDI  wind ins t rument ,  i f  you hadn' t  guessed) we had
to mak e do wit h Notator's  score editor to input  the notes
manually ,  a serious ly  tedious  task.

BARE BONES
Our strategy was to bui ld up the score one ins t rument  at a

t ime,  so we began wit h the fl ute part  and worked our way
t hrough that  to the end. At t his  stage we only  wanted to get the
bare bones of  the mus ic  in.  so the only  symbols  needed were
correct clef, t ime s ignature,  key s ignature,  bar  lines, and the
notes themselves. We deliberately  ignored the performance
mark ings  such as phrase mark s  and dynamics  and left  these
for later. Virt ual ly  all this  is achieved via mouse input ,  wi t h
symbols  selected by s imple c lick  and drag operat ions.  Even so,
at t he end of  each session the poor old mouse mus t  have been
feeling pret ty  weary af ter the miles  it  t ravelled over my  desk!
Hav ing entered the fl ute part  we then played it  back  via MI DI

us ing my Yamaha YS-200 synthesiser.  set to a nice fl ute
patch. Lis tening while following the handwri t t en notat ion it
was  fairly  easy to spot any  gross t ransc ript ion errors,  whic h
could then be quick ly  corrected us ing Notator's  score editor.
When the part  looked and sounded OK. we went  on to the next
Ins t rument .  the Eb c larinet  part .  This  was t reated in exactly
the same way. except t hat  af ter check ing it  out  as a solo
I ns t rument  we also played it  back  along wit h the fl ute part  to
check the two worked OK together.  Over the next several
weeks we used the same approach wit h all of  the other parts,
gradually  bui lding up the full wind hand sound.  Us ing the
YS-200's  mul t i - t imbral  fac ilit ies we were able to assign each
sequencer t rack to a separate MIDI  channel and give each
channel a dif ferent  ins t rument al  sound.
We soon hit  a small snag. The YS-200 can only  play  a

ma x i mu m of  eight notes at a t ime,  so we ran out  of  notes af ter
entering eight  parts.  The solut ion - connect  up another synth-
esiser. Derek  also has a YS-200.  so we daisy chained this  onto
my  YS-200 and cont inued the process. We hit  the same prob-
lem again wit h 16 parts  entered of  course, so needed to add a
third synth_ We'd also run out  of  YS-200's now,  so I had to
connect in my  t rus ty  old Yamaha PSS-680 whic h gave us a
f urt her 12 notes of  polyphony.  more t han enough to complete
the job.
But  now we hit  a potent ially  more serious problem.  MI DI  has

only  16 channels ,  so how on earth could we play back 21
dif ferent  ins t rument al  parts? The panic  was soon over when
we remembered that  several parts  are ac tually  played on the
same type of ins t rument  - f or instance there are three separate
Bb c larinet  parts.  and these could all be allocated to the same
channel.  By  sharing MIDI  channels  for s imilar sounds like this
It was  possible to stay wit hin the 16 channel l imit .  I f  we really
had needed 21 totally  dif ferent  sounds  and hence 21 channels
then C-Lab could have supplied a solut ion in the form of  their
'Ex port '  add•on for Notator.  This  is a piece of  hardware whic h
allows you to access FOUR sets of  16 MI DI  channels ,  wi t h
each channel indiv idually  addressable f rom wit hin Notator.

AURAL v VISUAL
Percussion parts  were the last to he entered, and this  created

another problem.  None of  our synths had a snare d rum roll
sound whic h could be easily t riggered via MIDI .  They  only  had
single hits,  so we had to create rolls  the hard way! Every hit  in
a roll had to be indiv idually  writ t en onto the score, mak ing the
roll appear as a long sequence of  demisemiquavers .  I t  sounded
realis t ic  when played via MIDI ,  but  gave the wrong v isual
appearance to the score as d rum rolls  aren't  normally  %VI
-
it ( e n
like this.
Anot her confl ict  between aural and v isual aspects was that

the score contains  "repeat" sections. typically  wit h the second
t ime t hrough hav ing a dif ferent  ending f rom the fi rst. These
dif ferences are writ t en as ''fi rst t ime" and "second t ime'  bars .
placed consecut ively in the score. Not at or doesn't  recognise
repeat bars  or the fi rs t /second t ime dif ferences and Just plays
s t raight  t hrough both exact ly as writ t en.  It doesn't  int erpret
the notat ion as a real mus ic ian would.  For correct playback  we
copied the repeats out  in full,  again c ompromis ing the v isual
aspect of  the music .
To get round both the above problems  we decided to produce
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rate playback  via MIDI  and a "print ing" version f rom whic h
we'd eventually  create our sheet mus ic .  Managing Iwo sets of
fi les made life more diffi cult ,  but  under the c ircumstances  it
was  the best we could do. We cont inued edit ing the two
vers ions unt i l  convinced all the notes were correct,  and then
we were ready to start  t he fun and games involved in produc -
ing the fi rst  draf t  printouts .  But  the story of  how we got on wil l
have to wait  unt i l  the next issue.
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far away the concept of  the
board game was conceived. The

inventors,  hav ing seen the joys of  compu-
ters. felt  s omet hing had to be done to
wrest  the populace f rom in f ront  of  the
screen and back to relat ing to other peo-
ple wit h healthy  aggressive tendencies.
The fi rm Games Workshop had been
work ing wit h role play ing games for
many  years and even had several of  their
own brand of  games for sale. To manage
their dream t hough they approached Mil-
ton Bradley.  toy makers  to the world,  and
licensed t wo of their ideas,

ENTER THE HERO
The games that  came forth both had

s imilar rale systems but  wi t h dif fering
backgrounds.  In the beginning was Hero
Quest, a sort of  Dungeons  and Dragons
game with pret ty  lit t le models  to move
around,  on a make it  up as you go board,
The main point  to this  game was that  it
served as an easy int roduc t ion to a some-
what  cerebral and s light ly  surreal world
of  fantasy gaming.  Because the fi gures
moved by a dice roll around a board,  and
because the enemy were v is ible and
worked to a rule book of  adventures,  they
became successful. I t  was  a game I play-
ed as a demo in more than one Games
Work s hop in Brit ain.  Fast .  easy to play.
and wit h enough cont inuit y  to al low for
long t erm ident ifi cat ion wit h the charac-
ter, an excellent concept.
Lo, the powers  that be realised that  this

was  too good to waste on board garners
and t hus  they t rans lated the whole to the
pixel perfect screen of  the mic ro chip. No
more mess ing wit h fi gures that  had to be
painted and no need for a referee to read
the plot  and run  the game. Dice roll ing
and book keeping became the computer's
role whic h would maint ain interest  in  the
screen and chip.  Fort unately  one elf
sneaked in and made a prov is ion for this
to become a mul t i  player game. The com-
pany looked in as tonishment  - a mul t i
player Role Play ing Game wit h a point  to
it. The plot work ed and t hus  Hero Quest
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came to a c omput er near you.
The game is very strong.  it  has  excellent

atmospherics  and a fairly  s t rong mus ic
and effects background.  The sof tware
takes care of all the things  whic h would
s low progress down and the graphics,
whi le certainly  not of  the qualit y  present
in a real 31) plast ic  or lead fi gure.  are
most  s t rik ing.  The whole event is menu
driven wit h the opt ions  to create I  t o 4
characters of  set abilit ies.  There is a set
campaign to go through.  indeed there are
even whispers  of  convert ing further sce-
narios  to the machines  (the PC has  in
fact a bonus  add-on scene inc luded so
these extensions are around).
The play  is s imple yet effective. Each

charac ter throws  a dice and can proceed
up to that  many  squares. Along the way
they may  search for goodies. t raps,  doors
or any other object that  takes t heir fancy.
Combat  is equally  s imple wit h the player
largely unable to allect  the outcome ex-
cept tor buy ing bet ter armour  and
weapons  as the game progresses. I really
liked this  implementat ion.  I t  is not  as
deep as Dungeon Mas ter type games and
It presents  only  one problem an episode
but  it  is fun and it  does present  the
opt ion for up to f our people to run  a
character.  (or for one to cont rol all f our
but  t his  can become cumbersome).  I  en-
joyed it  wi t h jus t  one character mak ing
his  way t hrough the t ravails  of life to the
fi nal world sav ing quest.

Do you w a n n a  be a Hero?

BLAST OFF
Owing to the success this  had as a

board game the same combinat ion of  Mil-
ton Bradley  and Games  Workshop work -
ed on Space Crusade,  a game us ing the
same sort of  dice system but  wit h more
panache. A sort of  Space Dungeons  and
Dragons  meets Commander  Ripley  and
her aliens. Again this  st icks very muc h  to
the original game and gives a s t rong feel-
ing of cohesive play. This  t ime though
only  a max imum of  three players can
lake part ,  each wit h a squad of  hardened
Space Marines  all t ry ing to destroy the
evil on various  space craft - meet  the
space ores and the large mout hed seed-
ing monsters!  Perhaps this  lends itself
even more to the c omput er genre since
runn ing a marine squad is not  unl ik e the
v iew f rom Aliens II where Ripley follows
indiv iduals  around the caves and guides
their footsteps to the motherlode.  The
game has loads of techie s tuf f  like mad
robots  and heavy laser art illery .  Graphic -
ally  on a par wit h Hero Quest,  it  keeps a
sense of  urgency about  the whole pro
ceeding as the t ransport  s hip will leave
y our unit  s t randed at t he Aliens* merc ies
af ter certain t ime limits .
The success of the miss ion is measured

in vary ing ways. Keeping the squad alive
Is a major aid to good scores and long
term surv ival.  Mak ing sure kit least the



1 SADE?
Damon Howarth, a  fantasy
game player ever since being
found in a woodland clear-
ing by a passing troll,
checks out how well board
games translate to computer

primary  and i f  possible secondary mis -
sion goals are reached is sure to help the
end result ,  l i t he  scores are good enough
at the end of  any given miss ion then the
c ommander will receive awards  and com-
miss ion points.  Obv ious ly  the player pro-
ceeds up the ladder of success f rom
Sergeant to Admiral.  The tack-on scenar-
io in the Voyage Beyond sof tware takes
the Space Crusaders  past t heir init ial
adventures  on to greater and braver
glories.
The sound effects are good and sei-fl

like, the opening mus ic  pleas ingly  dra-
mat ic .  The game itself  seemed to be more
complicated to get to grips  wit h t han
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of a problem in winning.  Cert ainly  this
game has opened the route to f uture
adventures  and I k now that  this  game
has defi nitely  caught  the garners imagi-
nat ion more than Hero Quest.  Many  sup-
plements  for it  emanate f rom Games
Workshop.  As a space role play it  does
not  tax the thought  powers  but  as  a war-
game wit h special blasters  and other Jolly
special effects it  has  a lot  going for it.
I mak e no apologies for rev iewing these

two games in the same art ic le,  both use a
s imilar play ing engine and have equally
high qualit y  graphics  and ease of  play.
Both prov ide an unprecedented case of
mul t i  player use and both have an in-
terest ing knack  of ensuring that  players
are both support ive team mates and riv -

als. The downs ide seems to be
in t he game saving require-
nients  for both, they need spe-
c ially  format ted fl oppies and
can only  store limit ed sessions
on each disk. This  is not  too
great  a disadvantage as any
player would probably  only
need his  last one or two games
saved at any  one t ime.
The sof tware makes a great

hit  by duplicat ing the board
game in its ent irety  wit hout
mak ing too many  computer
concessions for ease of  programming.
Such adaptat ions  as are made are board
game enhancements  rather t han disen-
chant ing limitat ions .
Hero Quest  represents  excellent value

for money if  only because it  is half  the
price of  the board game. The only  down-
side to these is that ,  unl ik e the board
games. there are no opt ions  to create
y our own adventures  or even paint  the
fi gures in a most  personal way.
As a long t ime Fantasy Role Player I

would put  both these produc ts  on a par
wi t h the rather good solo dungeons  in-
vented for an old game called Tunnels
and Trolls .  Wonderf ul s tuf f  when y our
are on y our own or noone can be
bothered to Game Referee (or D.M.).  I
liked both but  my  personal favourite was
Hero Quest.

or would you rather  be a Crusader?

SPaCSCRUSaDS
j r

a 4111Z
,
°

•  GAMEPLAY - Very straight forward,
initial setup takes a little thought. then
fi ne

•  S I G HT & SOUND Loud,  atmospheric
and good. both games use the sound
to enhance rather than to hide
problems

•  OVERALL - Excellent games i have
ergoned playing these • investigate im-
mediately

HERO QUEST&
SPACE CRUSADER
Publisher Gremlin
Prices: E  /0. 99p (Hero)

E25. 99p (Space)
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ramming  has never been as
popular among ST users as

It has among 8-bit enthusiasts.
Whenever you switch  on an Ata ri
8-bit you 're  greeted by a ja mi l ia r
fl ash ing  'Ready' prompt that a lmost
invites you to write  a Basic program.
When you boot up  an Ata ri ST you're

faced  with  the GEM desktop's d isk
drive  icons that seem to insist you
should run someone else's program.
Furthermore. ST programming isn 't
heavily publicised by the 'g lossy' ST
magazines. Owing  to the lack o f  a
standard  language. most are unwill-
ing to publish program list ings and
tutoria ls for fear they wi l l  appeal
on ly to a minority o f  readers. No
wonder that ma n y users view prog-
ramming  the ,ST as a  mysterious
actWity that only the incred ib ly clever
and dedicated 'techy' types are  able
to indulge in. O f  course. the tru th  is
that anyone can have a go - and

fortunate ly,  withou t  a great deal
o f  expense. Just  take a look in the
public domain!

BASIC
BEGINNINGS

Most  people arc int roduced to program-
ming  t hrough some fortn of  Basic. Atari's
own ST Basic has always been regarded
as something to avoid and this  has en-
abled other company 's  !commercial pro-
ducts  to capture an apprec iable c hunk  of
the market .  CFA Basic is among the
most  popular dialects and has  the
advantage of  being widely  supported by
public  domain authors .  There are several
G F A  BASI C HE L P  disks in the Page 6
library
.
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hints,  code examples and documented
programs.  The fi rst  disk  inc ludes  seven
t ips on subjects ranging f rom how to tell
If your printer is connected to wri t ing
mult i- t as k ing applicat ions.  There are
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1 : 1 t )  P a u l  Rixon'sWORLD
also demos ol animat ed graphics  and a
convers ion program for port ing ('Al) 31)
II fi les into GFA-Object .  I f  you're f amil iar
wit h CFA Basic you' ll more t han likely
know what  to do wit h this !  The second
help disk  focuses on the subject  of  dialog
boxes and features a system called Diox.
All you do is follow the ins t ruc t ions  to
v isually  place and edit  the various  dialog
box but t ons  and choose their respective
'propert ies '.  Diox  then generates the
actual source code to implement  the de-
sired interface. The t hird volume in the
series carries f our more 'tip* fi les on sub-
jects  such as how to create a TI P (Tos
Takes Parameters) fi le and how to cope
wit h desktop accessories. There are sev-
eral example programs,  ready to run.  The
disk  is rounded of f  with an interes t ing
manual  mak ing system. enabling the
creat ion of  double sided A5 manuals
f rom plain ASCII text fi les. Elsewhere.
S AMP LE  G FA BASI C P RO G RAMS  1
is an excellent source of programming
hint s  and also a good advert isement  for
OFA Basic. Among the contents are a
fractal drawing program,  a bounc ing 3D
cube demo,  a drawing system and a Bat -
t leships style game. Also supplied is  a
run-only  version of  GFA-Basic  so you
don't  need the full compiler to sample the
delights.  You might  deride to buy  it later!

M O R E  M O D U L A
The Modula 2 language is based on the

more widely  k nown Pascal and,  due to its
relat ive s implic it y  and c larity  of  code. is
often used to teach programming techni-
que on univers ity  courses. Students  who
are lucky enough to own an ST could
therelore benefi t great ly  f rom the ST
S H A R E W A R E  M O D U L A  2 develop-
ment  system irorn ANA systems. The two
disks contain mainly  ARCed fi les whic h
can be easily exploded to obtain the com-
plete toolk it  - a Modula 2 / 68 compiler.
linker,  l ibraries  and development  shell.
The libraries  and shell have all been writ -
ten us ing the supplied compiler.  The
mi n i mu m hardware requirements  are a
520ST with two disk  drives or a 1040ST.
Obvious ly  a hard disk  is ideal!  The com-
piler uses about  300K to compile a
medium sized program,  so 520ST users
many  fi nd that  t he Development  Shell is

a bit  rest ric t ing.  The compiler and l ink er
can also be run  f rom a suitable com-
mand line env ironment .  A version of  the
famous  Mic roEmacs  text editor can be
found on the disk  t hough you are inv ited
to use a preferred subst itute.  I nc idental-
ly. t he latest release of  MicroEmacs.
I MI CRO E MA CS  3 . 1 0  is available sepa-
rately  f rom the library .  Wit h this  one you
also get a comprehens ive manual.  tuto-
rial and help files. Unless  you are already
icflu also get a comprehens ive manual.
t utorial and help files. Unless  you are
already f amil iar wit h Modula 2 you wil l
need access to a suitable reference guide
since the disk  documentat ion doesn't  go
any f urt her than explaining the ins talla-
t ion notes and other technical mat ters .
You can obtain help on menu items  in
the program by holding down the ALT
key whi le you c lick on the appropriate
Item. For a small s um you can regis ter
wi t h  Calif ornia-based ANA Systems and
thereby receive the full set of  documenta-
t ion.

C T H I S
C is  very muc h the ' in' language in the

mic roc omput er world jus t  now and has
always been the fi rst choice for serious
ST programmers .  C was  writ t en to sup-
port  the development  of  the UNIX operat -
ing system in the early  1970s  and has
since been developed to run on a variety
of hardware plat forms.  f rom the Sinc lair
Spec t rum to the largest mainf rames .  C
combines  the convenient  elements  of
high level languages wit h the speed and
efficiency of assembler.  There are several
dialects  in the public  domain and as wit h
all language applicat ions  you are expec-
ted to have some pre-acquired know-
ledge, or  at least a decent reference
manual.  In the case of  C there is a great
quant it y  of  literature to choose f rom and
while some books are extort ionately
priced. others  - such as 'Learning to
program in C• in the Babani range are
easily af fordable.  Obv ious ly  If you plan to
get deeply  involved in the Atari specifi c
aspects of  C programming you wi l l  need
a relevant  source of  informat ion,  such as
the Comput e technical reference guides.
To begin with,  any  C book should suffice!
S O B O ZO N C is widely  regarded as the

1



best among public domain C compilers
and has been highly acclaimed in several
ST magazines. The most recent version -
S O BO ZO N C 1•331 (though not an
'offi(-ial* release) - is known as the 'heat
and serve edi tion since I ts accompanied
by a friendly installation util ity that cre-
ates directories and sets everything up
wi thout requir ing fiddly customisation.
The files are initially compacted so you
need to have some formatted disks handy
before you r un the install program. The
Sozobon C Compiler is a complete im-
plementation of the C language as de-
fined by Kemighan & Ritchie. The system
incorporates a compiler, optimizer,
assembler and linker, as well as other
associated utilities. Version 1.2 of the
public domain dl i bs runtime library is
included and for GEM support,  version
1.5 of the publ ic domain Gerntrast l ibrary
Is supplied. There is also a relatively gen-
erous helping of documentation.  The
compiler was written. like so many PD
programs, because the author  wanted
something better than the buggy corn
mercial product he was using. The Sabo-
zon compiler is therefore loosely based bn
the original commercial program (Alcyon)
but apparently runs faster and generates
better code than its predecessor. Source
code and executable files for all compo-
nents of the Sozobon compiler can be
freely distributed, since it's classified as a
freeware product.  In fact, the authors
encourage you to make lots of copies and
give them away!

C HERE
FOR HELP

To help you get accustomed to C tet7hni
gulfs there are currently no fewer than
four sample code disks available. The
first disk - S AMP LE  C P R O G R A M S  -
Is a good starting point since the prog-
rams here are not too complex. Execut-
able. source code and documentation
Ilk's are included as appropriate for a
variety of demos and utilities. They in-
clude Fractal graphics, multiple file
pr inting and even a C compiler! In the
second collection there are useful 'make'
utilities to aid program development and
also a terminal  package. Disk three offers

more than it seems since
everything is compacted to
save space. There are
dozens of example C
routines and intr iguing
stuff such as the source
code to the archive util ity
itself, a disk formatter and
a TINY picture handler.  I f
you have some knowledge
of C but are stuck on a
particular aspect of ST
coding, this disk could
well answer many of your
questions. Finally, many
people have played HACK
on mainframe computers
but now you can see the
source code on your ST,
thanks to the fourth disk
of sample C. You'll  find a
virus detection uti l i ty
here. too.

EXPLORING
FURTHER

Out of space already! So far we've
looked at some of the 'mainstream' prog-
ramming languages available for the ST.
However, these are by no means the only
ones on offer in the public domain. A
surprisingly large array of specialised
languages exist and exploring their na-
ture and uses can be quite an adventure.
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It Is rather difficult to illustrate prog-
ramming languages so here. instead, is
a picture of our catalogue which has all
these disks and more. Yours for .C1.95
but you'll  get a  refund voucher

The next PD World column will continue
with the languages theme but examine
some of these lesser known titles. There
may also be a chance to delve into some
alternative operating systems. This is all
getting a bit technical! Games addicts
may rest assured that there will be the
usual  entertainment r ound-up In the
subsequent issue_ See you then.

HOW TO GET THEM
The disks featured in PD World can be obtained from the PAGE 6 ST library. When
referring to a specific disk please use the unique reference code for identification. A
printed catalogue describing all the library disks in detail is available from PAGE 6 at a
cost of £1.95. refundable against the first few disks ordered. This includes a copy of THE
PAGE 6 CATALOG DISK which is otherwise priced at fl .  The disks featured this issue
are;

ST26 - SAMPLE C PROGRAMS
ST44 - SAMPLE GFA BASIC PROGRAMS I
5T83 - SAMPLE C PROGRAMS 2
ST85 - GFA BASIC HELP 1
ST86 - CFA BASIC HELP 2
ST123 - SAMPLE C CODE 3

S TI 44
- 
G F
A  
B
A
S I
C  
H
E
L
P  
3

STI73 - SHAREWARE MODULA 2 (DISK 1)
STY 74 - SHAREWARE MODULA 2 (DISK 2)
STI80 - MICROEMACS 3.10
ST218 - SAMPLE C CODE 4
ST705 - SOBOZON C 1331

Prices tot
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but prices are lower for members of the PAGE 6 ST Club
Write to PAGE 6. P.O. Box 54, Stafford,  ST16 1DR

Telephone 0785 213928 with credit card orders
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FLIGHT SIMULATORS

AIR WARRIOR • Part 2
LIVE COMBAT!
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t ing t h is  second p a r t  o f  t he A i r
Warr ior  art ic le out  in t ime for the
last is s ue.  Fa t e  dec reed t h a t  a

c ombinat ion of  c ircumstances would
swallow up the Elute I 'd scheduled for
produc ing It (no. I WASN'T in jail!).  Any-
way. bet ter late t han never, so here goes.
The fi rst part  of  the art ic le rev iewed the

Air Warrior package. This .  i f  you remem-
ber. is  an air combat  s imulat or  which
can run as a s imple fl ight  s imulat or  on
y our ST. or as a full mult i -play er combat
s imulat or via the use of  On-Line Enter-
tainment 's  mainf rame computer.  You can
dial into this  service us ing a 1200 or
2400 bps modern via the normal public
phone system. We're now going to look  at
the mult i -play er aspect of  Air Warrior
and see how it  works  in pract ice.
Air Warrior doesn't  have a fi xed combat

scenario, as the act ion depends on what
the players decide they want  to do. They
inhabit  a s imulated world,  whic h con-
sists of  two main parts.  Firs t ly  there's the
text based "conference rooms" part  whic h
you occupy when not  ac tually  in combat .
Here you can chat  to other players to
decide strategy. plan miss ions.  etc. Then
there's the graphical s imulat ion part
where the real combat  ac t ion occurs,

THREE
THEATRES

Where does the combat  aspect come
f rom • who are your opponents? Well,  t he
s imulated world is div ided into three dif -
ferent operat ional theatres,  k nown as
European,  Pacific, and World War I  and
each involves three adjacent  count ries
called (wit h s t unning originalit y ) A. B.
and C. You elect to belong to one of these
countries,  and bat t le against  players
f rom the other two. The dif ferent  theat res
arc prov ided to give variety in scenery
and types of aircraf t  available to fly.
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The Air Warrior package contains  a
large colour poster of  Spitfi res in fl ight ,
and on the back there's a map of the
European theat re showing the three
count ries  and t heir major features. As
well as geographical features such as
mountains ,  sea/ lakes.  and rivers  it  also
shows items of  strategic interest  such as
airfi elds,  fuel dumps .  factories, and so
on. These can be bombed,  but  may  be
restored to operat ional s tatus by dis-
patching rebuilding supplies to t hem via
t ruck  convoy and cargo plane. These
t rucks and planes then become legit i-
mate targets too, of  course!
Each count ry  has several airfi elds,  f ront

whic h it  operates a mot ley  collect ion of
anc ient  Brit ish.  American.  Japanese.
German.  and Russ ian planes. The coun-
tries can't  af ford expensive modern war-
planes (the manual  says). and get t heir
aircraf t  as cheaply  as possible f rom
wherever they can. It 's jus t  an excuse to
supply  an interes t ing collect ion of  air-
craft  for you to fly, of  course!
Your job is to fly any  available aircraf t

and infl ic t  max imum damage on the
enemy wit h it, by shoot ing down his  air-
craft. bombing his strategic ins tallat ions .
dest roy ing his  resupply  convoys, and

generally  giv ing h im hell.  He,  of  course.
wil l  be t ry ing to do exactly the same to
you! You can operate alone, as a member
of  an organised squadron.  or even fly as
a c rew member ie,g. as  a gunner) in air-
craf t  piloted by someone else. You can
also operate on the ground,  defending or
at tack ing targets us ing a jeep. tank .  or
"Flakpanzer" ant i-airc raf t  vehicle. i f t he
ai r  is thick  wit h enemy planes you might
jus t  s tand a bet ter chance of  success
wit h one of  these!

TRAINING AREA
Before going into combat  you' ll probably

want  to do some t raining in Air Warrior's
t raining area, where you can pract ice the
skills  required.  Here you can fi ght  a real
opponent  wit hout  risk  of  gett ing k illed.
There are also a number  of  robot planes
fl y ing around.  so you can get some easy
target pract ice in - but  beware,  as they
somet imes  shoot back!  You can get t ui-
t ion here too - t ra in ing sessions are often
run by expert pilots ,  who can show you
what  to do. Then when ready, you can
venture out  int o the real combat  area.



Alter dec laring your allegiance to one of
the three count ries  you can proceed to
the conference room located in that
count ry 's  Headquarters .  Here you'll meet
y our compatriots .  f orm squadrons  of  up
to s ixteen players,  and plan group mis-
sions. I f  you want  to talk  to pilots  at
other airfi elds  or in fl ight  you can use the
radio.  By  t uning it  to the required fre-
quency  you can converse wit h other peo-
ple us ing that  f requency.
Next move is to the Briefi ng Room at  one

of  the airfi elds.  Pilots  and crews can meet
here for last  minut e discuss ions immedi-
ately before entering their chosen airc raf t
and set t ing ° fl an a miss ion.  Also. i f  you
want  to join a bomber crew as a gunner
you can do it  here. Cert ain aircraf t  can
also carry  "observers",  and you can re-
quest  to fly in the observer's seat on
someone else's miss ion.  I n fact, many
people can observe f rom a s ingle aircraf t .
so this  is a great way  for an expert  to
demons t rate combat  techniques  to begin-
ners.

GOING ONLINE
OK. so what 's  the mult i-play er version

like to use? Firs t  t hing you do is to estab-
lish contact  wit h On-Line's  computer.
Wit h y our modem connected and Air
Warr ior  sof tware loaded land confi gured'
for 1200 or 2400 bps and 8-N-11 you dial
the access number  at 081 539-6763.
Af ter a k w rings  the system answers,  you
get a greet ing message, and you're IN!
After logging in you're presented wit h a

menu giv ing you access to dif ferent  areas
of  On-Line's system, inc luding news, in-
k m
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the games area itself, and an area for
pay ing money into y our account. The last
named is very important ,  as wit hout  cash
credited you can't  do muc h - logging on
and pay ing cash into your account  is
about  it !  When you buy  the Air Warrior
package It inc ludes  E30 worth of  online
time, and this  gets credited to your
account when you send in the regis t ra-
t ion card. However,  you can only  spend
this  on Air Warr ior t ime, you're st ill bar-
red f rom On-Line's  other facilit ies unt i l
you've parted wit h real cash. When us ing
the system your account  is debited at
£1.76 per hour.  and when it  runs  dry
you can top it  up again online via y our
credit  card,  You can also opt  to pay a
fixed charge of  E.9.99 per mont h for unli-
mited use of  the system - a bargain if  you
get addicted!
Your phone charges are on top of this of

course, so it can get quite expensive -

especially if  you're calling long distance.
Via Err the long distance of f -peak call
cost is around £4.68 per hour.  or about
£2.78 per hour if  like me o n  subscribe
to Mercury 's  domest ic  service. Warning -
call only  dur ing off-peak cheap rate
periods,  unless  you want  to bank rupt
yourself !  You can also access the system
via the ' 'DialPlus" low cost data com-
munic at ion service. Call On-Line's  voice-
line on 081-558-6114 for more details  if
you're interested.
On-Line were very s low at c redit ing my

account  wi t h the init ial E30, but  f rom
then on things  went  reasonably  smoothly
- except the t raining.  I t ried on several
occasions to enter Air Warrior's  t raining
area, but  the system kept  t ell ing me it
was t emporarily  unavailable.  So, it  was
in at  the deep end - int o combat  wit hout
t raining!  I went  to an airfi eld,  selected a
Rieke Wulfe 190. and entered the "fly"
command.  At  this  point  the program
switched int o graphics  mode and began
to behave jus t  as it did when running as
a s tand-alone fl ight  s imulat or wit hout
the comms l ink  to On-Line.
You soon become aware of other players

though.  Radio chat ter between airc raf t
gets displayed onscreen so you can
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each other.  You can join in too by typing
messages on the STs  keyboard.  I f  you
switch into radar mode you can see what
other aircraf t  are around and fi nd how
many  are enemies. You can then take off.
steer a course to intercept  them,  and the
real f un can begin!

BANDITS
AHEAD!

First  v isual contact wi t h  other players is
a rash of  t iny black dots in the distance.
but  the system soon begins to help by
display ing icons to help you v isually
t rack and ident if y  them,  telling you the
airc raf t  types, count ry  allegiance, and
supplies  range informat ion.  As you get
closer the dots grow in size and event tml-
ly become recognisable airc raf t  shape.
Keeping them in v iew can become diffi
cult ,  as if  they're enemies they've prob-
ably  seen you coming and wi l l  t ry  to get
on your tail.  expec t  to get bounced fairly
quick ly !
If You play  at being a lone wolf  don't

expect t o survive for long in y our early
encounters!  There are no fancy miss iles
or fi re cont rol systems to help you here -
it's a i r  gunnery- and dogfi ght ing sk ills
that  count !  Those enemy fi ghter jocks all

seem to k now what  they 're doing,  and it 's
not  long before you hear the crack and
whine of  their bullets  around you (great
sampled sound effects here!) and an ex-
plos ion indic at ing you've had it .  I f  you're
quick  you can bail out ,  otherwise you're
dead. I f  you want  to fly alone go af ter
some t ruck  convoys or a cargo plane, but
watch for protec t ing air cover. A bet ter
plan is to team up wit h someone wit h
experience f rom y our own count ry  and fly
wi t h t hem unt i l  you've learned how to
stay alive.
The online mult i -play er version of  Air

Warr ior  is really  a very complex  war-
game. The f urt her into it  you get. the
more involved it  becomes. I've merely
scratched the surface of  its capabilit ies
here, you need to read the manuals  sup-
plied to fully  unders tand its  potent ial.
and t ry  it  for yourself  to apprec iate its
qualit ies.  I  mus t  admit  I  was  surprised at
how addict ive and exc it ing I f ound it, and
the graphical and ot her shortcomings
ment ioned in part  one of  this art ic le just
didn' t  seem to mat ter.  Once again it 's
gameplay  that  counts,  and this  is enhan-
ced enormous ly  by one t hing miss ing
f rom most  other computer games • the
human element .  Here you're interac t ing
wit h real live people who display
humour,  unpredic tabil it y ,  cunning,  and
other human t rait s  in a way no compu-
terised opponent  can.
The only  problem is  those phone

charges - unless  you live wit hin local call
dis tance of  the On-Line computer your
next phone bill could give you a heart
attack. I f  you can t rus t  yourself  to rat ion
y our online t ime to af fordable levels then
give it a try, You' ll fi nd the experience a
very enjoyable one.

AIR WARRIOR
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Price: E34.95
Reviewed by John S Davison
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ST GAMES S T  GAMES S T  GAMES...

VIDEO KID
I r e m e m b e r  this  game

f rom several issues back
when it  was released at

full price wit h a free game of
Kid Gloves in its box. The
game has not changed at  all,
but  no longer does Kid Gloves
appear with it .  The interes t ing
aspect pf  this re-release is
whet her sof tware publishers
ac tually  read reviews, my  con-
c luding thought  when I l irs t
reviewed this  being that  it
should have been a budget
game f rom the outset.
The plot  is s t ill the same, not

surpris ingly .  The charac ter
you play  has been dragged
into a world of  video fi lms  and
needs to escape by c omplet ing
several levels fl oat ing around
and generally  shoot ing things
that  get in his  way.
The cont rols  are more com-

pliant  in this  version. I re•
member that originally  our
hero used to float around
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on the ST there have been
various  programs  to ensure that

you can check your disks for infect ion.
Many  have been public  domain,  a k w
have been commerc ial offerings. but  only
one has been cont inually  updated to
reach the pos it ion where it  is. wi t hout
doubt ,  the only  v irus  k il ler you should by
for your ST.
The Ult imate Virus  Kil ler started life as

a public  domain program and was one of
the best but  then the aut hor Richard
Karsmakers  caught  the bug (excuse the
p u n )  and began to develop the program
Into Just what  it s  t it le says - t he ult imat e
v irus  k iller.  The full s tory  of the develop-
ment  of  this program is in a mass ive text
fi le on the disk  and makes  must  interest -
ing reading.
Most ST users must  k now what  a v irus

k iller does, it  k il ls  viruses, and it  seems
hardly  necessary to explain its  func t ion
in a review. I NK  certainly  does that  but
it also does a lot  more,  inc luding im-
munis ing your disks against  f urt her
at tack and repairing numerous  boot  sec-
tors whic h may  have been damaged by
other programs or by viruses. Perhaps
this aspect of  the program demons t rates

more or less
at his  own
wh im but  this
t ime he
seemed mor t
stable. The graphics  and
sound are st ill s t rong and the
Kid s t ill as fi endishly  cute (a la
Dennis  The Menace ). The
game is st ill the same and pre-
sents some entertaining prob-
lems and some fast joyst ick
act ion. The sound t rack is
pleasant  but  unmemorable,
the set t ing is colourful and the
pixels cartoon like.
This  is not  a game that  is

going set anybody 's  joyst icks
afl ame or make monit ors  suf-
fer t erminal burn in.  but  on
the other hand it  is pleasant
and more interes t ing than
many  s imilar products .  Tech-
nically  I cannot  fault  the
game, even more so now it has
reached a sensible price. In-
deed the game presented as it
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THE ULTIMATE VIRUS KILLER v. 5.7

Is now looks as good as any
games console plat f orm opus
and at muc h less cost.

If you like your games cutesy
and your act ion fairly  laid
back it  is worth t ry ing this  at
the new cut  down price. I did
not  fi nd it  part ic ularly  addic-
t ive and the whole seemed a
bit  samey but  overall the
effects are reasonable.

Personally  I would not  buy
this  if  only for the lack of  ori-
ginalit y  of gameplay but  i f  you
are new to the ST or have not
many  plat f orm games then
this  would fi nd space in a col-
lect ion.  The game does show
off the STs  abilit ies  somewhat
but  not  originally  enough to be
excit ing.

more than any other just  how muc h work
has gone into mak ing UVK the most  com-
prehens ive program of Its k ind for It can
repair no less t han 653 dif ferent  bootsec-
tors. That  means  the aut hor has Incorpo-
rated the boot  sector code for this  many
commerc ial programs  just  on the of f
chance that  you might  need to repair a
part ic ular disk.
Sounds  impress ive doesn't  it? But  jus t

look at the other stat ist ics and you wi l l
be amazed.  The current  vers ion of  UVK
can recognise 1.326 hoot sectors. 68
bool sector viruses. 5 l ink  viruses. 38
ant i v iruses.  119 resident  applicat ions
and 33 dif ferent packer formats.  I t  seems
that  Richard Karsmakers  has tested and
inc luded v irtually  every k nown piece of
ST sof tware so far produced!
Us ing I NK  is a piece of  cake. Just  insert

a disk  press Fl  (or return) and follow the
prompts .  The program wil l  tell you l i t he
disk  is safe, i f  it has been immunis ed or
if  it has a v irus.  I f  it is  a commerc ial
program or has a recognised ant i-v irus ,
chances are that  it  wil l  tell you exact ly
what  program it  is. I f  a v irus  is f ound
then you wi l l  be alerted and given the
immediat e chance to destroy the v irus
and immunis e the disk. Simple.  Wit h

FACTS
Title V I D E O  KID
Publisher. G r e ml i n  (GBH

GOLD)
Price: £ 9 9 9
Rev iewer D a m o n  Howarth

SIGHT & SOUND
As expec ted.  ac c eptable and
apt

GAMEPLAY
Ac c eptable and smooth, c on-
trol is reasonable

VERDICT
A s omewhat  better than aver-
age budget  plat form game,
better than many  but there ore
tat more exc it ing ones about

reviewed by Les Effingham
jus t  a few keypresses for each disk  you
can test your ent ire collect ion in a rela
tively short  t ime.  At  the end of  a session
the program wil l  tell you jus t  how long it
has taken and how many  dif ferent ac
t ions were performed.
I NK  is now so comprehens ive that  there

is lit t le to complain about .  Sure you wil l
fi nd a disk  one day that  it  does not recog
nise but  i f  you do you can send the boot
sector over to Richard Karsmakers  and
he wi l l  inc lude II in the next update.
sending those impress ive stat ist ics soar-
ing ever higher.
A v irus  k il ler has to be recommended as

an essent ial tool for every ST user and,
as far as I am concerned,  there is no
need to look any f urt her than LIVK.
All right ,  jus t  one complaint  t o fi nish

wi t h 1 rev iewed the sof tware on Wednes-
day 5th May  but  the program ins is ted
that  it  was  ac tually  Monday.  Now I k now
I ran  t rus t  it  to k il l v iruses but  can I
really  be sure it  was  telling the t rut h
when it  told me I was k i l l ing v iruses on
Michael Palin's  birt hday?

I NK  is dis t ributed bt, Douglas  Communi-
cat ions and is available f rom a number of
vendors at Just .C9.99
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WHERE
CAN I
FIND?
S o f t w a r e  I n fi n i t y
642 East War ing Avenue
State College, PA 16801
Good PD select ion.  Have jus t
begun mark et ing commerc ial
gatnes f rom overseas
D a t a Q u e  S o f t w a r e
PO Box 134
Ontario,  OH 44862
Tu r b o - 8 I 8  16-bit  upgrade
hoard.  TransKey  hardware for
us ing IBM keyboards  on the
8-bit ,  and other hardware
B & C  C o m p u t e r V i s i o n s
2730 Scott Boulevard
Santa Clara.  CA 95050
Tel.  (408) 986 9960
Huge select ion of  software and
hardware items. Also some
new commerc ial games, un-
available elsewhere
S a g a m o r e  S o f t w a r e
2104 Arapahoe Dr
Lafayette, IN 47905
Good PD/ s hareware select ion
wit h extensive documentat ion
C h a n g e  I n  H e a t
12 Bella Vista Place
Iowa City,  Iowa 52245
Independent  programmer has
produced 2 excellent c ommer-
cial qualit y  games for the 8-bit
B r e a n i k  S o f t w a r e
555 Ware Street
Mansfi eld.  MA 02048
Another Independent .  produc -
ing good educat ional sof tware
U l t r a B a s i c
10 East 10t h Street
Bloomsburg,  PA 17815
8-bit  speciality  sof tware
N E R D S  S o f t w a r e
18 Wendy Drive
Fanningv ille,  NY 11738
Printshop related sof tware
I B  C o m p u t e r s
9244 S.W. Beaverton-Hills
Hwy
Valley Plaza Shopping Center
Beaverton, Oregon 97005
(503)297-8425
B e l l C o m
PO Box 1043
Peterborough.  Ontario,
Canada 1{1117A5
The largest PD/ s hareware
selection

C o m p s u l t
PO Box 5160
San Luis  Obispo. CA
93403-5160
Closeoti e m s  14alon
,

A t a r i  S u p p o r t
Pie Atari 8-bit  computers are, wit hout  question, the finest home computers ever designed and can
st ill hold their own against  any  home computer. More powerful than arty 8-bit  and much easier to
access than any  16-bit,  it  is a great pity  that sof tware and hardware support  is dwindling.  You
can st ill fi nd support  for your machine, though, and this  directory should get you on the right
track. I t  is by  no means comprehensive and we would be happy  to receive details of  any other
companies, any where in the world that  st ill support  Atari.

We cannot guarantee what  response you might  get i f  you writ e to any  of  these companies, but
give it a try. t hey  need your support  as much as you need theirs. St ick a couple of  Internat ional
reply coupons in an envelope and. i f  you don't  gel a reply, the most you lose is a f ew bob. But  t i
you do get a response. it  could open up a tvhole new world and add years to the useful life of
your Atari.  Don't  forget to keep us Wormed i f  you fi nd good support  ,tor your Atari Cassie.

N o  Fr i l l s  S o f t w a r e
800 East 23rd Street
Kearney. NE 68847
Closeouts & Print shop
graphics
M l l e s  B e t t e r  S o f t w a r e
219/ 221 Cannoc k  Road,
Chads moor
Cannock,  Staf fordshire
WS11 2 DD
England!
Surely  k nown to everybody
and, apparent ly  highly  regar-
ded in  the 1ISA
B a c m u n  S o f t w a r e
1671 East  16t h Street,
Suite 629
Brook lyn,  NY 11229
PD theme disks

A l p h a  S y s t e m s
1012 Sk y land Drive
Macedonia,  OH 44056
Ut ilit y  sof tware & hardware
Am e r i c a n Te e hna v i s i on

5338 Inverness Street
San Leandro,  CA 94579
(510) 352 5639
Large select ion of  commerc ial
sof tware at c loseout prices,
and hardware replacement
parts
B e s t  E l e c t r o n i c s
2()2 1 The Alameda,  Suite 290
San Jose, CA 95126
(408) 243-6950
Known as the Atari hardware
store. I f  they don't  have the
Part you need, nobody  does
BRE ,  S o f t w a r e
352 West Bedford Ave.
Suite 104
Fresno, CA 93711
PD/ Shareware
Citi tT C o m p u t e r A c t i v e
PO Box 893
Clinton,  OK 73801
P h a n t o m s  A t a r i  8 - b i t
Box 331 Levisa Road
Mout hCard,  KY 41548
N e w e l l  I n d u s t r i e s
P.O. Box 253
Wylit ,  TX 75098
Tel. (214) 442 6612
I n n o v a t i v e  C o n c e p t s
31172 Shawn Drive
Warren,  MI  48093
(313) 293-0730
Accessories. hardware,  PD
sof tware

C S S
PO Box 17660
Rochester NY 146 I 7
(716) 429 5639
Speciality  hardware items.
8-bit  repair service
S a n  J os e  C o m p u t e r s
640 Blossom Hil l  Road
San Jose, CA 95123
(4081995 5080
New and recondit ioned hard
ware and sof tware

East  Ha r t f or d Com put e r
202 Robert  Street
East Hart f ord,  CT 06108
Discont inued sof tware for all
computers
A e r i o n  S o f t w a r e
PO Box 1222
Riverdale Stat ion,  NY, NY
10471-1222
Markets  a new 8-bil c ommer-
cial game
T o a d  C o m p u t e r s
556 Balt imore Annapolis  Blvd
Severna Park,  Mary land
21146
(30 I ) 544 • 6943
Now offers a select ion of  soft-
ware and recondit ioned
hardware
G r a i n I nter nati onal
I I Shinn() Road, Poole
Dorset. Bi 1 12 2BN
Hardware and sof tware,  in-
c luding ICD produc ts
TWAUG
P.O. Box  8
Wallsend
Tyne & Wear
NE28 6DQ
Regular news let ter wit h disk
available to members  and
non-members
NOSAUG
S. J. Murray
71 Walk er Road
Tarry .  Aberdeen
AB I 3DL
Scot land
Producer of the excellent disk
magaz ine FUTURA,  also avail
able on tape
Micro Di scount (Derek Fern)
265 Chester Road
Streetly. Wcst  Midlands
(021) 353 5730
Large select ion of  commerc ial
software, also hardware and
replacement  parts

T i g e r  D e v e l o p m e n t s
26 Menziers  Avenue
Walmer.  Deal
Kent
CTI  4 7QZ
Commerc ial  8-bit  sof tware

N e x t ,  i s  a  l i s t  o f  m a ga -
z i ne s  s t i l l  s u p p o r t i n g
t h e  8 - b i t  At a r i .
ATARI  CLASSICS
170 Sproul Road/Rt .  352
Frazer
PA 19355-1958
IISA
A new hi-mont hly  magaz ine
formed by a number  of  dedi-
cated users  to keep the 8-bit
alive in the States
Cur r ent Notes
122 Nort h Johnson Road
Sterling,  VA 22170
A t ruly  excellent Atari•orient  ed
magazine,  s upport ing both
8-bit  and s
-
r
A t a r i  I n t e r f a c e
3487 Braeburn Circ le
Ann Arbor,  MI  48108
(313) 973-8825
A magaz ine support ing both
8-bit  and s r .  wit h input  f rom
Atari User Groups  in the US.
Canada and the UK. They  also
produce a mont hly  8-bit  disk
Ne w  Atar i  User  (PAGE 6)
RO,  Box  54
Staf ford,  ST16 11)1?
England
0785 213928
A profess ionally  produced
magaz ine support ing both
8-bit  and ST. also large PI)
l ibrary  for both machines  and
commerc ial sof tware
E X C E L  ( R o b e r t  S t u a r t )
21 St ronsay  Way
I . iroomlands
Irvine, St rathc lyde
KA11 1 HZ
Scot land
Disk  based magaz ine andcommerc ial soil Ware

This l ist was or iginal ly pub
fished by the US disk magaz ine
AI M in July 1991 a nd updated
by Stourbr idge User Group
whose address you wi l lfi z td in-
cluded above. Many thanks to
them and to al l  who are stil l
suppor ting the 8-bit. Long may
it Continue!
Please keep us informed i f  you
know of  any amendments.



LOWEST EVER PRICE ROMS!

Z O  R _ K _  I  D I S K  ONLY
The infocom classic and the adventure game that changed the way
all future adventures were written. The Great Underground Empire
at Lark is well documented by now and thousands of players have
become a d d ict s g radua t ing  t o  I n fo co m 's m ore  d if fi cu lt  adven tu res.
Zork I  i s  the  idea l in t ro d u ct o ry le ve l adven tu re  f o r beg inne rs o r
those with a litt le experience. II you have never ventured under-
ground before now is the lime to try. it 's  never been cheaper to
expand your universe! Classic original Infocom packaging with
exce llent  manua l and  a  m ap .

O U R  S P E C I A L
O F F E R  P R I C E  E 2  9 5 !

KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE
OUR PRICE E2.95

RIVER RAID
This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing
enemy bridges, avoiding lethal choppers and hot air bal-
loons. Can you survive far enough up river to discover its
secret? Few can. Now this 1 or  2 player game can be
yours at the lowest ever price. Bombs away!

ROM CARTRIDGE

FREE
with orders over E10

Yes a 19.95 Datasoft game absolutely FREE when you
spend overal l  with the Accessory Shop. Check out the
offers on this page and on the Accessory Shop pages
inside and send or phone your order. I f  it comes to more
than 110 (excluding postage) we'll enclose a copy of this
PacoIan type game absolutely FREE i f you ask for it.*

*NOTE the game is on disk only and will only be sent to those who
specifically request a copy with their order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS

OUT OF STOCK

MAXWELLS DEMON
Check Out the review in Issue 49. Paul Rixon found this
sim p le  game t o  be  qu ite  a d d ict ive  and  a t  t h is p r ice  can
you a f fo rd  n o t  t o  becom e add icted !  I t s  a  d if fe ren t  t ype
ot game, m o re  in  the  Te t ris m o u ld  than  an  a rcade  game.
It sure makes you think and the price won't break you it
you don't get fully  hooked.
DISK O NLY  Re c omme nde d price 0.95
SUPER SPECIAL JUST El .99

MR ROBOT & HIS ROBOT FACTORY
One o f  the m o st  f a m o u s o f  p la t fo rm  gam es that  h a s yo u
jump ing  o ve r fi re ,  ru n n in g  o ve r b re a d m ills and bom bs,
clim b in g  ladders,  slid in g  d o wn  p o le s and  m o re  w it h
some great graphics. Master all 22 screens if you can
and t h e n  crea te  yo u r o wn  f o r neve rend ing  f u n . Th is is
what p la t fo rm  gam es a re  a ll abou t .
DISK R e c o m m e n d e d  price
ONLY  ( 9 . 9 5  on disk
SUPER SPECIAL JUST E1.99

ZAXXON
One of the all time classics for the Atari, Zaxxon set new
standards when  fi rst  issu e d  and  wa s co p ie d  m any
t imes. Pilo t  yo u r  cra f t  a cro ss the u n iq u e  3  d im ensiona l
batt lefield sh o o t in g  enem y N e i t a n ks. an t i-a ircra f t  t a n ks
and m issile s be fo re  la u n ch in g  o f t  t h rough  sp a ce  f o r the
ult imate co n fl ict  w it h  a  m ig h t y ro b o t  - few have  go t  t h is
fart Zaxxon ,  o f ten  cop ied ,  n e ve r bet tered and NEVER at
th is in cre d ib ly lo w  p rice !

DISK R e c o m m e n d e d  price
ONLY 1 9 . 9 5  on disk
SUPER SPECIAL JUST E2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO
THE ACCESSORY SHOP, PAGE 6. P.O. BOX 54. STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


